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Ultimate Preview Guide 
Our comprehensive report on all of the 


games scheduled for release in the next 
year or so. It's a really big list of games 
that are full of promise, or full of ambi- 


tion, or full of... we'll reserve judgment 


on the rest. Some will surprise, others 
disappoint, and the vast majority won't 
ship on time. We tried to get them all in, 
but we apologize in advance for missing 
a few games here and there. 


Any Day Now 

These are the games you'll be playing soon, or at 
least thinking about playing soon, including, but 
not limited to: Return to Castle Wolfenstein, 

Max Payne, Stronghold, Battle Realms, and 
Operation Flashpoint. 


Christmas Rush 

Ah, the sweet mad rush to shelves in time for 
Thanksgiving and Christmas and Hanukah and 
Kwanzaa. Rush on over to read about: Medal of 
Honor: Allied Assault, Sid Meier's Civilization III, 
Tom Clancy’s Ghost Recon, and The Elder 
Scrolls: Morrowind. 


The Great Unknown 

Peering deeper into the crystal ball, we look at 
those games already slated for 2002, which 
means they'll probably appear on shelves...some- 
day. Check out the latest on: Star Wars Galaxies, 
The Sims Online, Star Wars Jedi Outcast: Jedi 
Knight 2, Age of Mythology, Master of Orion Ill, 
and Solder of Fortune Il. 
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74 Half-Life Blue Shift 
The latest add-on for Sierra’s cash cow is 
good while it lasts, but it’s time to leave 
Black Mesa behind. Also review this 
month: Evil Islands, Star Trek Voyager: 
Elite Force Expansion, SimCoaster, 
Merchant Prince Il, The War of 1812, 
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is doomed! 


Remaining cautiously optimistic while 
surrounded by things that suck 


While chatting with a friend one day in June, I mentioned I was working on the 
annual “State of the Game Industry” editorial. (Written with capital letters to denote 
its status as a “very important topic.”) “How long does it have to be?” she asked. 
“How many words does it take for you to say, ‘it really sucks?’” 

Ouch. 

She’s not just some random wacko screaming at the heavens (most of the time, at 
least). Many long-time, hardcore game fans share her opinion. You can spin the 
growth numbers however you want—a zillion copies of The Sims and its thousand 
add-ons will make even the worst year seem like a rousing success—but it’s been a 
particularly bleak year thus far for the computer game industry. General economic 
woes and three console launches in a one-year period have led to grumbling about a 
future where fewer big-budget games are being produced for the PC, and where the 
market is flooded with low-cost, low-budget ones. It’s easy to get the impression the 
industry is in a state of turmoil, chaos, and/or instability. 

Oh, and the games are really sucking lately. 

You're probably thinking at this point, “You’re just being cynical, you doofus” 
(unless you are cynical and agree with either part of this assessment, the sucking or 
the doofusness). Part of me realizes that games today are, on many levels, consider- 
ably better than they’ve ever been, that they’re more polished, better developed, and 
require more skill to produce than those we view through the rose-tinted, non-3D 
accelerated haze of nostalgia. But another part shares my above partner’s sentiment, 
that gaming is stuck in a rut, that there are fewer and fewer games that I truly enjoy, 
that indeed things do suck. While on some level, many people making games are cre- 
ative, too many come across more as craftsmen than artists, they’re too quick to jump 
on trends, and too easily influenced by the sales charts and their own narrowly 
focused interests. The result: there are a significant number of derivative and uninspir- 
ing games in production, with little end in sight. See? The industry is doomed! 

So do we lash out at developers and publishers for not being willing to take risks, 
for not pushing the art of game design, for not being willing to stick their necks on the 
line? We could, and perhaps should, but I find it hard to blame them—they’re giving 
us exactly what we want, what we’re overtly asking them for when we plunk down 
our $40 on “Generic Real-time Strategy Game III” and its two add-ons. Launching an 
entirely new product (or “franchise,” as the marketing-driven world likes to call them) 
is an incredible risk as most, if not all, game sequels outsell the original. 

Even if a company produces a somewhat original game, it’s automatically held to 
a certain standard for features and control schemes from games it may superficially 
resemble. Go too far outside the box, whether it’s a 3D action, real-time strategy, or 
role-playing game, and you will hear it from both the critics and the fans alike. And 
it won’t be pretty. 

So all of this complaining brings us to our enormous “Ultimate Preview Guide,” 
which starts on page 16. In that article, you’ll find a lot of information (or a little) 
about a few undeniably amazing-sounding products sandwiched between a bunch 
that sound... slightly less amazing. Even the less-than-amazing ones look gorgeous, 
and almost every game promises the world and a bag of chips. Although I’ve always 
believed that viewing them all with a bit of skepticism is a healthy thing, and 
despite any general feelings of doom and gloom, I’m cautiously optimistic about a 
handful or more on the horizon. Ultimately, if I can truly love that many games 
every year, I’m a happy gamer. 

The bigger question is whether this enormous quantity of titles signifies a strong, 
forward-looking industry or one that’s truly doomed. I could try to convince you 
one way or other, but all anyone can do is guess. But that’s not particularly satisfy- 
ing, is it? You want answers. 

Okay, there’s a 27% chance the industry is doomed. There you go, hold me to 
that number. e 
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imate Preview 


THE INTERACTIVE ENTERTAINMENT industry as 
a whole is going through a transitional period 
brought about by the same economic problems 
affecting other industries. The release of two 
new console systems—Microsoft’s Xbox and 
Nintendo’s Gamecube (see page 62)— has 
added to the general feeling of instability. 

Despite any general perceptions otherwise, 
PC gaming is still alive and well. As you can 
see on the following pages, there are an enor- 
mous number of games scheduled for release 
in the coming months, and even more project- 
ed into the next year. And it’s not just budget 
titles and hunting games: there are plenty of 
“classic” genre games: first-person shooters, 
strategy games, role-playing games, and 
games that mix and match with little regard for 
such rigid categorization. 

This comprehensive list is full of games that 
are full of promise, or full of ambition, or full 
of... we'll reserve judgment on the rest. Some 
will surprise, others disappoint, and the vast 
majority won’t ship on time. We tried to get 
them all in, but we apologize in advance for 
missing a few games here and there. 

Contributors: Mark Asher, Steve Bauman, 
Tom Chick, Jason Cross, Adam Fleet, Tricia 
Gray, Bill Hiles, Robert Mayer, Matthew 
Peckham, Benjamin E. Sones, and Cindy Yans 
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[ OCTOBER-ISH ] 


These are the games you’ll be playing soon, or at least 


thinking about playing soon. Remember: the more 
specific the release date, the more likely it is to actually 
ship in this time period. But some games just won’t 
make it, and will slip into “Christmas Rush” land. 


[ OCTOBER-ISH—DECEMBER-ISH | 
Ah, the sweet mad rush to shelves in time for Thanksgiving 
and Christmas and Hanukah and Kwanzaa. It warms the 


heart, doesn’t it? Keeping the release date translation 
going, remember that a significant number of “Christmas 
Rush” games will eventually become “2002” games. 


Line Grea UnImow nm page SC 


[ 2002 and beyond | 

Peering deeper into the crystal ball, we look at those 
games already slated for 2002, which means they’Il 
probably appear on shelves...someday. If they’re 
developed by 3D Realms or Blizzard, that someday will 
likely occur sometime in the 21° century. 
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[above] Enemies can only see you when 
you are in their line of sight. 


[right] Raid this airfield while the jet is 
taking off and these guys will never hear 
you coming. 


[below] Toasty. 


Return to Castle Wolfenstein 


WHAT WOULD A poignant World War II 
historical drama be without the legions of 
the undead? If you answered “boring,” 
then you are probably on the same wave- 
length as Return to Castle Wolfenstein 
executive producer Greg Goodrich, who 
grins like a kid in a candy store as he 
guns down Schutzstaffel and undead 
Teutonic knights with equal aplomb, stop- 
ping only to slash apart swastika-embla- 
zoned Nazi banners with his knife. “You 
just have to deface the Nazi banners,” 
says Goodrich, who goes on to explain 
that the knife is a historically accurate 
representation of a Sykes-Fairburn com- 
mando dagger. “We did a lot of research 
for this game.” 

Apparently Heinrich Himmler, Hitler’s 
right-hand man and head of the SS, 
believed that he was the reincarnation of a 


Why Care? | 


pre-Christian Saxon named Henry the 
Fowler. He saw Hitler’s secret police as 
the rebirth of the Order of Teutonic 
Knights—even the dual lightning bolts 
that symbolize the SS originated in the 
runes of the ancient German occult. The 
game is an accurate account of Himmler’s 
paranormal plotting... except for the part 
where all the paranormal stuff is real. 
Even so, “authenticity” is probably 
somewhere just above “child friendliness” 
in the design team’s list of priorities. Like 
the 1992 version by id Software, the game 
is all about hunting down really nasty vil- 
lains and shooting them with really loud 
weapons. If the villains happen to be 
based on real-life Nazis (and zombies), 
and the weapons happen to be accurate 
models of historical hardware, so much 
the better. The machine guns are suitably 
beefy, and the flamethrower is even more 
impressive than the one in Gray Matter’s 


The mummy returns. 


Pretty visuals seem par for the course with 
the Quake Ill engine. 


Ultimate 


Preview,Guide 


last game, Kingpin. If you like weapons 
that are less loud, you can always sneak 
up and knife your foes in the back of the 
neck. One hit, one kill. “We found that 
people really liked the stealth kills, so we 
did a lot more with that,” explains 
Goodrich. The Quake III-powered visuals 
are pretty easy on the eyes, of course. 
While it pretends to be nothing other 
than an action-packed shooter, the game 
does offer some interesting novelties. A 
slick icon system tells you when you can 
interact with the environment. See that ivy 
vine on the wall? Get close and put your 
cursor over it and the game will tell you 
whether or not it’s climbable. Al enemies 
react to the weapon that you have in hand. 
Come at them with a knife and they will 
stand firm and gun you down, come at 
them with a chaingun and they are more 
likely to run for cover. Roll a grenade at an 
opponent and they may try to kick it back 


in your direction... not always successfully. 


“Way to go, Pele,” laughs Goodrich as an 
inadequately kicked grenade reduces a sol- 


dier to a thin red mist. It’s good family fun. 


(Release Date Not Announced) 


Max Payne 


Genre Third-Person Cinematic Shooter 
Developer Remedy Entertainment 
Publisher Gathering of Developers 


[above] “Give me all your Ex-Lax.” 


[below] Graphic novel panels tell the story 
between levels. 


[bottom] Acrobatic combat moves slow the 
game down “for free” to encourage their use. 


Why Care? If John Woo made a game, this 
would be it. Double-fisted gunplay with 
cinematic camera angles 


AFTER FOUR YEARS in development, 
Remedy’s cinematic shooter is finally 
almost upon us. Players fill the shoes of 
Max Payne, a detective with nothing to 
lose—he’s framed for murder, his family 
is killed, and now he’s on the run from 
both the cops and the mob. A fantastic 3D 
graphics engine makes the gritty cold New 
York winter backdrop for the story come 
alive. The gameplay is mostly run ‘n gun 
action, and the story progresses through 
dozens of graphic novel style paintings 
with pretty good voiceover work. 

The levels are beautiful and make good 
use of photographic textures, and scripted 
events should keep gamers on their toes. 
The real star of the game is the gunplay, 
though. You control Max from an over- 
the-shoulder third-person perspective and 
can perform a number of acrobatic 
moves, like a dive-and-roll to the side 
while firing or a flat-out forward jump 
with shotgun blazing. Performing these 
moves sets the game into super-slow 
motion (with appropriate muffled audio) 
and not only looks incredibly cool, but 
gives you an advantage in reaction time 
over the computer AI. This “bullet time” 
effect is a very important play mechanic, 
so much so that Remedy has decided to 


Day, Now, 


let the player use it at will—at a cost. You 
can set the game to run in bullet-time 
without doing an acrobatic move, but it 
quickly depletes an hourglass timer. 

When it’s empty, the only way to slow the 
game down is with the acrobatic combat 
moves. The meter fills up a little bit with 
each enemy you down, though. 

Max Payne is a single-player only 
game, since much of the cinematic gun- 
play technology would be impossible to 
implement in a multiplayer environment. 
The story appears to be nice and long, 
though, and Remedy plans to ship all the 
development tools along with the game. 
Hopefully, users will take to making sin- 
gle-player levels with as much enthusiasm 
as they’ve shown for cranking out another 
deathmatch or CTF map for other shoot- 
ers. It’s taken a long time to develop, but 
Max Payne is finally in the home stretch, 
and should be released in the third quar- 
ter of this year. Remedy’s official release 
date is still...(“When it’s done”, but we say 
“Very soon.”) 


During “bullet-time” moments, you can even see individual shotgun pellets. 


Genre Castle Simulation 
Developer Firefly Studios 
Publisher Gathering of Developers 


ACCORDING TO FIREFLY Studios, their 
castle-building sim Stronghold “allows 
players to establish settkements and create 
a living community, teaming to gather 
and manufacture resources with Lords, 


Ladies, Jesters, Bears, Chickens and 


Why Care? You build a castle, and 
then enemies assail it with cows 
launched from catapults. How could 
that not be entertaining? 


more!” While it’s not entirely clear what 
resources Chickens are proficient at man- 
ufacturing, you probably stopped reading 
after “castle-building sim” anyway, so it 
doesn’t really matter. You build castles. 


People attack them. What more do you 
need to know? 

If you have played any of the 
Impressions city-building games (Caesar, 
et al), you have a pretty good idea what 
Stronghold is all about (the founders of 
Firefly Studios are both former employees 
of Impressions). Much of the focus is on 
building your castle and managing the 
community that inevitably grows up 
around it. Complex yet intuitive systems 
determine how your peasants fare. Hunt 
too many deer and the starving wolves 


will be forced to attack your cattle or, 
worse yet, your townsfolk. Lower taxes 


[left] A little boiling oil never hurt anyone... 
well, except maybe for those guys. 


[below] No, that’s not a cutaway view—ene- 
mies have breached your defenses. 


and make your people too happy and they 
get lazy. Litter the countryside with stocks 
and gallows and they’ll keep their noses 
to the grindstone, but some will leave 
your community entirely. A portrait of 
your advisor appears in the game’s inter- 
face bar to you know how your people are 
feeling. Quick tip: if he’s scowling, then 
you are in trouble. 

You manage your community by plac- 
ing various medieval structures such as 
breweries, inns, smithies, and farms. As 
people join your community, they go to 
work in the structures that you have pro- 


vided for them. Cutaway views of the 
buildings allow you to watch them as they 
work, and you can tweak the settings for 
individual structures to suit your Master 
Plan (should that weapon smith be mak- 
ing pikes or spears?). You'll want to 
defend your town against attacks as well, 
and that means building a castle. And you 
will be attacked—enemies will come at 
you with all manner of siege engines, 
from ladders and towers to ballistae and 
sappers and yes, even dead cows launched 
from catapults. They cause disease. It’s 
historically authentic. Really. 


[left] Defend your stronghold against the 
forces of vicious bunnies (northwest) and 
ruthless deer (Southwest). 


[top right] Effective castle design means 
making use of natural defenses such as 
cliffs and rivers. 


[above] Mmmm... heathen flambée. 


You'll need to use every tool at your 
disposal to hold the hoards at bay. 
Fortunately that includes footmen with 
pikes and spears, archers with flaming 
arrows, and big steaming pots of boiling 
oil. Use only as directed. (October) 


WHILE BATTLE REALMS was in its early 
stages, Ed del Castillo was talking a good 
game. Listening to him describe the fea- 
ture set was almost like sitting around 
shooting the bull during a “wouldn’t it be 
cool?” session. You know, “Wouldn’t it be 
cool if your archers could carry fire 
arrows that they’d use when they attacked 
a building?” Or “Wouldn’t it be cool if you 
had a unit with magic stealth boots?” 
“Wouldn’t it be cool if you could hide in 
the forest?” “Wouldn’t it be cool if you 
could find horses and ride them?” 
“Wouldn’t snipers be cool?” 

If the harsh reality of actually coding a 


Why Care? 


game is going to splash cold water on del 
Castillo’s ambitions, it hasn’t happened 
yet. Running down the long list of fea- 
tures del Castillo intended to include, 
there’s not a single one that didn’t make it 
into the current version of the game. 
There are four clans in the game, and 
the basic resource model is the same for 
each. Peasants are created from a peasant 
hut and can be assigned to resource gath- 
ering and the construction of buildings or 
be sent to a training building, which will 
permanently convert him into a first tier 
military unit. These military units can fur- 
ther be trained into higher-level military 


Fire will continue to cause damage to your 
buildings—and possibly spread to other 
buildings—until you allocate peasants and 
water to put it out. 


i te 


Any, Day, Now, 


units by combining training. The cost of 
training units and building structures is 
paid in rice and water. Horses are part of 
the wildlife on some maps. These beasts 
can be gathered and used to help peasants 
work more efficiently and military units 
can be mounted on them to make cavalry. 

Battle Realms uses a unique yin/yang 
model as one of its resources. There’s a list 
of actions that generate different amounts 
of yin or yang, which are modeled loosely 
after Eastern concepts of honor and dis- 
honor. It’s almost like a scale between 
good and evil, although del Castillo dis- 
misses that as “the Western way to think 
of it.” Instead, he looks at it as a way to 
reward a consistent playing style. 

The game features unique heroes called 
Zen masters, powerful units that get 
stronger or weaker depending on their 
alignment and your yin/yang rating. Zen 
masters carry Over from scenario to sce- 
nario in the single-player game and can’t 


[right] Although Battle Realms isn't an his- 
torical game, the Serpent and Dragon 
clans draw from the look and flavor of 
Asian cultures. 


[bottom right] The Wolf Clan consists of for- 
mer mining slaves, like these guys who 
used to break up rocks. 


Huts like these offer upgrades to units who 
visit them. 


A group of Dragon Clan units emerge for 
the woods to attack a Lotus shrine. 


be killed. “What’s the point of having this 
cool special unit if you can’t use it?” del 
Castillo asks, mentioning the heroes in 
Starcraft, “I have this hero and my use is 
to put him in the farthest back corner 
because the scenario is contingent on him 
living or dying.” Units can also be upgrad- 
ed. In addition, every unit has a special 
ability that it can use regardless of 
whether it has any upgrades. For example, 
the archer has the ability to focus on a 
single target to do increased damage—as 


long as the target doesn’t move, the longer 


you hold the button down, the more dam- 
age you'll do when you release the button 
and the archer fires. “Yeah, I know, it 
actually breaks a lot of conventions,” del 
Castillo confesses. 

Battle Realms seems to be all about 
breaking conventions. But at a time when 
the most common convention in real-time 
strategy games is that they’re breaking 
conventions—Kohan, Sacrifice, Majesty, 
Shogun, Earth 2150—Liquid has some 
tough acts to follow. (Fall) 


Why Care? 


WHETHER THE SQUAD shooter involves 
paramilitary teams (Rainbow Six, Counter- 
Strike, Swat 3), military organizations 
(Delta Force Land Warrior, SpecOps), or 
futuristic warriors (Tribes 2, Quake III 
Team Arena), the ability to work with or 
command teams of specialized soldiers on 
a variety of missions adds a tactical depth 
that deathmatch simply lacks. Tactical 
squad-based shooters are here to stay— 
just look at the online popularity of 
Counter-Strike and other squad-based 
games—and they’re getting more and 
more detailed and ambitious. So where is 
this shooter sub-genre heading? At this 
moment, to Russia it seems, by way of the 
Czech Republic... 

Welcome to the late 1980s and glasnost 
where a group of dissident Soviet war- 


[top left] Getting into position. 
[left] Dropping some smoke for cover. 


[below] Fly the unfriendly skies. 
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Operation Flashpoint: Cold War Crisis 


mongers have decided that Gorbachev is 
selling out the Motherland. These hard- 
ened militants have invaded a group of 
islands and are holding it hostage in the 
name of old-fashioned Stalinist socialism. 
Times being what they are (shaky), 
Gorbachev calls on NATO (that must have 
been an “ouch” to Soviet Bloc pride) to 
deal with the atavistic rebels in Operation 
Flashpoint: Cold War Crisis. 

While the basic play is much like a 
Delta Force game, Operation Flashpoint 
sets itself above other 11 Bravo (infantry) 
simulators by adding realistic touches 
that greatly aide in simulating the com- 
bat environment. The game features a 
well-defined command and control struc- 
ture, a system for advancement in rank 
and responsibility, mission driven scenar- 
ios, “real-world” weapons modeling, and 
things like fatigue, aiming difficulties 
while on the run, and wounds. While 
other games have included the limited 
ability to jump into a vehicle, it makes it 
an integral part of your job. Don’t expect 
Longbow or M1 Tank Platoon modeling 
however—simplified, functional, and 
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easy to use are the keywords to keep 
in mind. 

The environment reinforces the feeling 
of being in or near combat, with remark- 
ably life-like character animations and 
great use of subtle sounds. Your fellow 11 
Boos, even as AI cannon fodder, not only 
take orders but also act more or less like 
real humans under fire. The landscape is 
quite detailed with Eastern European style 
towns, rolling hills, roads, forests, and 
beaches. Haze in the morning distance 
through which enemy armor can be 
glimpsed, brush and gullies and farmhous- 
es that hide snipers, trucks trundling 
along dirt roads at dusk, choppers popping 
up in front of the sun with Hellfires, fast 
and furious radio chatter—it’s all down- 
right impressive and quite immersive. It 
really does feel like a wargame from eye 
level. (August) 


Diablo Ii: Lord of 
Destruction 

Genre 

Developer 

Publisher 

Why Care? 

In addition to two new character class- 
es—the Assassin and the Druid—you get 
a new Act, a completely revamped item 
system, a revised interface, higher resolu- 
tion, and a host of tweaks and improve- 
ments. The upgraded resolution makes a 
big difference, as you can now see more 
of the playing area, making long-range 
attacks more important. Also exciting are 
the new items, including a host of new 
weapon and armor pieces, a vastly 
expanded magical enhancement system, 
including runes and jewels, and the abili- 
ty to have two separate weapon/shield 
combinations hot keyed. With so many 
changes to the original game, including 
to the skills and abilities of the original 
character classes, Lord of Destruction 
almost qualifies as a completely new 
game. (Summer) 


Empire Earth 
Genre 

Developer 

Publisher 

Why Care? 


If ever a game epitomized the kitchen sink 
theory of design, this is it. The brainchild 
of Rick Goodman, one of the minds 
behind Age of Empires, this 3D real-time 
strategy epic offers up the entire sweep of 
human history, from guys beating each 
other senseless with mammoth bones to 


laser-armed robot tanks. You can roll your 
own civilization, or use one of the dozen 
canned empires, advancing through 12 
epochs from prehistoric times to the 
“Nano Age” of the next century. There are 
heroes you can hire, over 200 customiz- 
able combat units, and lots of military 
detail, including night attacks nuclear 
subs, robots, and multiple paths to victo- 
ry. Clearly, Empire Earth is shooting for 
the all-in-one approach to historical real- 
time strategy; it’s a tall order, but if any 
game should have a Napoleon complex, 
this might be the one. (Summer) 


Motor City Online 
Genre O 

Developer 

Publisher 

Why Care? 


Now this is an idea that’s been a long 
time coming. Make a unique online per- 
sona and take it online where you can 
buy one of at least 50 classic hot rods 
from Ford, GM, or Chrysler models of the 
late ‘30s to the early ‘70s. Paint your car. 
Tweak it out from over 1,000 authentic 
parts. Delve into the Sim World where 
you can meet other drivers at the local 
diner, set up races (street or drag), join a 
car club, or buy and sell cars and parts. 
You can race just for fun or wager your 
in-game cash. (Spring) 


Pool of Radiance: 
Ruins of Myth Drannor 
Genre D&D Role-playing 

Developer Stormfron 

Publisher UbiSo! 

Why Care? The o igil ral is one of the most 


Developed by Stormfront Studios, which 
worked on Curse of the Azure Bonds, Ruins 
of Myth Drannor offers 3D characters, more 
than100 spells, and the chance to advance 
to 16" level and cast 8" level spells from the 
3" Edition D&D rules. You’ll adventure with 
a party of six, of which four can be user- 
created, leaving room for a couple of non- 
player characters. The game has been in 
development for some time, and still man- 
ages to look good, despite some hefty RPG 
competition. It has the D&D cachet, for one 
thing, and Azure Bonds was a great addi- 
tion to the Gold Box series. That was long 
ago, though, and role-playing fans are eager 


to see what the new millennium brings for 
this revived classic. (Fall) 


Freedom Force 

Genre 

Developer 

Publisher 

Why Care? 

The creators of System Shock 2 (our 1999 
“Game of the Year”) return with super- 
heroes instead of mutants. Previewed last 
month, the game is set in New York City 
circa 1962. You form and lead Freedom 
Force, a gang of superheroes, as they take 
on all manner of bad guys with slightly 
ridiculous costumes. A comic-book look 
pervades every element of the game, the 
heroes are cool (in a classic and colorful 
sort of way—this isn’t a mopey modern 


comic), the 3D environments are destruc- 
tible, you can “roll your own” super- 
heroes, and the tactical combat is pretty 
slick. Though it doesn’t necessarily dazzle 
visually, trust us—just play it. Or better 
yet, trust Irrational. (Fall) 


Arcanum: Of Steamworks 
and Magick Obscura 

Genre 

Developer 

Publisher 

Why Care? 


From the guys that created Fallout comes 
a game likely to appeal to serious RPG 
fans with a taste for detail. Although 
you'll find elves, dwarves, orcs and 
gnomes in this game, you'll also find pis- 
tols, rifles, and electricity. It’s the blend of 
traditional fantasy elements with 
Victorian-era technology that makes 
Arcanum’s setting so interesting, though it 
will likely be the Fallout-derived character 
creation and combat system that first 
hooks hardcore players. (September) 


Red Faction 

Genre 

Developer 

Publisher 

Why Care? 

You play the role of Parker, a miner on 
Mars fed up with the system who starts a 
revolution in this story-driven action 
game. The Geo-Mod engine from Volition 
allow you to blow your way through 
locked doors, create holes for passage- 
ways, blast rocks to create stairs for 
escape, and destroy enemies by crushing 
them under falling debris. The possibilities 
are virtually endless, though it’s not clear 
how much of the level design actually 
takes advantage of the technology (the 
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just-shipped PS2 version doesn’t use it 
much at all). (Fall) 


11-2 Sturmovik 


Genre 

Developer 

Publisher 

Why Care? 

The first commercial flight sim to cover 
the hugely neglected air war between the 
USSR and Nazi Germany, it offers 23 fly- 
able aircraft. We’re talking the epony- 
mous IL-2 Sturmovik, the MiG-3 intercep- 
tor, the Il-2M variant of the Sturmovik, 
and the US-made P-39, as well as more 
traditional WWII fare. With six campaigns 
and six historical missions, Sturmovik will 
cover the Eastern Front with air to air 
and, significantly, air to ground action. 
The game promises “massive” air-to-air 
and air-to-ground battles, and the game 
certainly looks capable of delivering 
impressive visuals as well as seemingly 
authentic flight and combat details. The 
developer is Russian, so perhaps they 
know a bit about Soviet aircraft during 
the Great Patriotic War. (Fall) 


Throne of Darkness 

Genre 

Publisher 

Developer 

Why Care? 

Throne of Darkness is based on a legend 
in Japan that is as old as the Age of Kami 
(the Spirits that inhabit all things). This 
game plays similarly to Diablo, in that it 
is a lot more action-oriented than a tradi- 
tional RPG. You will be able to play up to 
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time, and interchange them as necessary. 
Each character has a special ability 
specifically linked to his profession. The 
Leader has Armor class; the Swordsman 
gains higher weapon skills; the Mage 
higher magic proficiencies; the Brick can 
destroy certain barriers, the Berserker has 
Rage; the Archer enjoys ranged shooting 
skills; and the Ninja may execute invisi- 
bility. (August) 


Majestic 
Genre 
Developer 
Publisher 

Why Care? 


Calling Majestic a computer game is a bit 
of a stretch. You play the central role in 
uncovering a massive conspiracy, but the 
way you interact with the game is unique. 
You don’t just fire up some application 
and turn it off when you’re done. When 
you “play,” you browse web pages, watch 
video clips, make phone calls, receive 
Instant Messages and emails, etc. You 
interact with the game (and it interacts 
with you) through very real-world means. 
New episodic content is rolled out month- 
ly, and you have to pay to play. Is it fun? 
Is it an annoying intrusion in your every- 
day life? Nobody knows, but it certainly is 
one of the most original game concepts to 
come along in awhile. (Spring) 
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Star Trek Bridge 
Commander 


A while back, Interplay announced that it 
was publishing a game in which you got 
to be the captain of your own starship in 
the Star Trek universe. The idea of com- 
manding a massive starship from the com- 
fort of the captain’s chair, issuing orders 
to your bridge crew and making difficult 
ethical decisions on behalf of the United 
Federation of Planets was strongly appeal- 
ing. Unfortunately, that game turned out 
to be Starfleet Academy, which played less 
like a starship sim and more like Wing 
Commander Lite. Veteran space sim devel- 
oper Totally Games (the X-Wing series) 
hopes to redeem the concept with this 
game, which won’t even require the use 
of a joystick. (Summer) 


Conquest: Frontier Wars 
Genre 

Developer 

Publisher 

Why Care? 

Conquest used to be a Microsoft title com- 
ing from Chris and Erin Roberts’ Digital 


Anvil shop. Now it’s found a new home. 
The real-time space strategy game has a 
more tactical feel than most, with special 
emphasis on fleet combat. The game has 
a lot of detail and can be pretty complex, 
but the developer says most of it is scal- 
able and you'll have plenty of help to fig- 
ure out the ropes. One of the interesting 
features of the game’s 16 campaign mis- 
sions is the use of supply rules. To make 
full use of a fleet’s ships, they will have 
to be linked by supply lines through 
active wormholes. If you take an enemy 
sector, you can cut the supply line to 
your foe’s fleets, making them easier to 
destroy. (August) 


Monopoly City 

Genre Stra’ 

Developer 

Publisher 

Why Care? oard gam 

Computer versions of the Monopoly board 
game have come and gone, but this is 
something entirely different. When you 
start Monopoly City, the entire town is 
already setup and operating. Players bid on 
city blocks named after the locations in the 
board game, but that just means that busi- 
ness Owners pay the property owner rent. 
It’s populated with hundreds of little people 
who all have needs, and it’s up to you to 


build businesses and housing to best please 
them and make the most money. The game 
starts set in the 1930s and progresses 
through modern times. Cars and buildings 
update each decade to show the passage of 
time, and player needs evolve as well. 
Instead of just spitting out another repre- 
sentation of the board game, Infogrames is 
delivering an interesting looking city man- 
agement game. (Summer) 


Silent Hunter Il 


Genre 

Developer 
Publisher | 
Why Care? 


While the original Silent Hunter was set in 
the Pacific, with you controlling a US sub 
stalking Japanese shipping, the sequel 
moves to the other side of the world, 
where you'll take the helm of a German U- 
Boat. In addition to many historical, set- 
piece missions, you'll be able to play 
through a campaign of variable but histor- 
ically bounded missions. Combine that 
with the team’s attention to detail, down 
to individual torpedo types and settings, a 
clean interface, and some striking 3D 
graphics, and you have a pretty solid 


Note: To talk to team, use /g <msg>. 


Yo profession chosen yet. Can't show skillsystem. 


sracter stored.. 


game in the making. It doesn’t hurt that 
you'll be able to link with Destroyer 
Command for some multiplayer games pit- 
ting subs against tin cans. (Fall) 


Destroyer Command 
Genre 

Developer 

Publisher 

Why Care? 


Destroyer Command covers some 13 differ- 
ent types of US destroyers during WWII. 
Set in both the Pacific and the 
Atlantic/Mediterranean theaters of the 
war, the game lets you command up to 
eight greyhounds of the ocean divided into 
two divisions. The Pacific campaign fea- 
tures many duels with the Imperial 
Japanese Navy, while the Atlantic spot- 
lights anti-submarine activity. You’ll be 
able to fight from any of the ship’s posi- 
tions, or from a tactical planning map, in 
effect shifting from simulation to wargame 
mode and back again as you wish. (Fall) 


Real War 


Genre 

Developer 

Publisher 

Why Care? 

If the United States is ever invaded by the 
Brotherhood of NOD, or possibly by Orcs, 
you can rest assured that our military 
response will be swift and devastating. 
The Joint Chiefs of Staff have apparently 
been boning up on their real-time strategy 
skills, because Real War is based on a 
game called Joint Force Employment that 
is allegedly used by West Point, the Joint 
Forces Staff College, and the Air 
University to teach combined arms doc- 
trine. The game might actually be fun, but 
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you'll never know because by the time it 

comes out the US will have fallen before a 
massive Chinese tank rush. The Pentagon 
will probably blame our defeat on “exces- 


sive lag.” (August) 


Anarchy Online 

Genre 

Developer 

Publisher 

Why Care? t’s anarch 
Previewed last month, this should be the 
first science fiction role-playing on the 
market. One of the interesting things about 
this game is that FunCom has a four-year 
story arc already planned that covers the 
conflict between the Rebels and the Omni- 
Tek Corporation. Players will also be able 
to build their own quests and will have 
randomly spawned dungeons that will be 
generated in-game for groups of players 
looking to receive a mission. (Summer) 


Independence War 2: 
Edge of Chaos 

Genre 

Developer 

Publisher 

Why Care? 


Independence War 2 focuses on the 
physics and logistics of a space simulator. 
The 3D graphics engine has been seriously 
upgraded—this is one of the best-looking 
space sims on the market. That’s not all 
that’s changed, though. You'll get to 
explore 16 star systems with dynamically 
generated space traffic, and a little trading 
(or piracy) will give you the funds to cus- 
tomize your ship. This isn’t just an open- 
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universe space sim, though; there’s a 
strong story to work your way through. 
There’s even online multiplayer in the 
form of both deathmatch and team mis- 
sions. -War 2 certainly has all the ingredi- 
ents to make a killer space sim, but mix- 
ing them together to produce a fun game 
is another matter. We’ll find out what the 
blend is like soon enough. (Summer) 


Conflict Zone: 

The World is Watching 

Genre J } 

Developer ‘te: 

Publisher ‘ 

Why Care? 

This is a fairly standard 3-D real-time 
strategy game with one difference: the 
media. You still gather resources, build 
units, and wage war, but the omnipresent 
press monitors your every action. If public 
opinion turns against you, you'll lose 
your funding and ultimately maybe the 
war. The game forces you to be mindful 
of how others will see your action, and 
allows both sides of the conflict to have 
different styles. The ICP has great technol- 
ogy, but is a hard sell to the TV crews. 
GHOSTS, on the other hand, lacks the 
firepower of their foes, but is more cam- 
era-friendly and popular. (Fall) 


Global Operations 
Genre cal Snoote 
Developer Bar! 

Publisher ‘ 

Why Care? 


Join teams of special forces officers, peace- 
keepers, terrorists, rebel groups, and 
guerilla forces in this team-based, tactical 
first-person shooter is powered by the 
Lithtech engine. Though its emphasis is on 
multiplayer (for up to 24 players), they 
are including a single-player game with AI 
controlled team mates and opponents. You 
choose from seven player specialties: 
Reconnaissance, Commando, Medic, 
Heavy Weapons, Sniper, Demolitions, and 
Intelligence Officer. You run around and, 
in theory, work together to complete vari- 
ous time-limited objectives on the various 
levels, which are set in hot-spot locations 
in South America and the English Channel 
Tunnel (how exotic). (Fall) 


Lock ON 
Genre 
Developer 
Publisher UbiSof 
Why Care? ! 


Lock ON is an attempt at keeping the mod- 


ern air combat genre alive. Despite its silly 
name, this is one sharp and impressive 
looking modern air combat sim. The plane 
models are superb, and the terrain is 
much improved. What’s more, you now 
get US aircraft like the F-15 and A-10. The 
game also has scalable realism. Jump 
right in, and you'll be able to fly and 
attack with relative ease. If you want 
more realism, you can turn on all the 
bell’s and whistles, and you should get the 
benefit of Flanker’s well-regarded flight 
modeling and avionics simulation. If it 
works that way, it’ll be a boon to all fans 
of combat flight sims. (Fall) 


Genre 
Developer 
Publisher 
Why Care? 


No, it’s not a new game starring the weird 
eye-guy from Quake III Arena. That would 
be O.R.B.B. Instead it’s a 3D real-time 
strategy game set in space. The peace-lov- 
ing Alyssians and the authoritarian Malus 
are fighting over a resource rich asteroid 
belt. There are multiple campaigns, and 


the ships have freedom of movement in 
three dimensions (think Homeworld) with 
Newtonian physics. Plus there are evil 
aliens. Gotta have evil aliens. (Summer) 


SCHIZM: 

Mysterious Journey 
Genre 

Developer 

Publisher 

Why Care? 


In the year 2083, ten months after the first 


humans landed on Argilus, your employ- 
ers send you to check on the bases of sev- 
eral scientists who landed there four 
months earlier. They found deserted cities, 
towns, and industrial complexes. Now 
they, too, have disappeared. In other 
words, you land in a deserted world, full 


of mysterious devices, and Atrus...er, no. 
You simultaneously control two protago- 
nists, who can explore the game and solve 
puzzles independently, but whose coopera- 
tion is also required at key moments. You 
will encounter several “live” characters, to 
alleviate the notion that you are truly 
alone. The game is quite non-linear, and 
the puzzles—mechanical, logical, sound, 
and inventory-based—are meant to be inte- 
grated into the story that the developers 
created in collaboration with Australian 
sci-fi writer Terry Dowling. (Fall) 


The ° war begins this ‘August! 


//> Lead an epic battle in the next chapter of the 
award-winning space simulation, Independence War 


//> Experience immersing game play, stunning graphics 
and more action 
[I> Compete online - Internet and LAN support for up to 8 players 


I> Explore the vast depths of the universe spanning 16 star systems 
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We Also Have... 


RIM: Battle Planets—TriNodE 
Entertainment (company slogan: “please 
buy our game so that we can fix our caps- 
lock key”) describes this as a “turn-based 
real-time strategy game set in a brooding, 
futuristic world on the edge of the uni- 
verse.” Rounds are divided into three dis- 
creet phases, during which you issue 
orders in real time. The story revolves 
around the discovery of the ruins of an 
alien culture on the edge of the universe, 
and the inevitable war that ensues. You 
fight the good fight, things explode, ... 
you know the drill. (Fishtank/September) 


Supercar Street Challenge—tit promises 
a medley of features such as advanced AI, 
realistic physics, and high framerates. In 
the end, only two things really matter: the 
nine next-generation supercars (from 
Lotus, Callaway, Bertone, and others), and 
how the game feels. You’ll have to wait 
until the game’s release to judge the latter. 
(Activision/Summer) 


Magic & Mayhem: Art of Magic—tThere 
will be over 30 missions and this time 
around, you'll have some choice over the 
order in which you choose them. 
Gameplay is pretty standard: start the mis- 
sion, send off recon, grab onto any posi- 
tion of power you find and hope your 
enemy hasn’t been quicker about it than 
you. Art of Magic will feature more than 
50 spells some of which will summon 22 


Don’t Forget... 


EA SPORTS RESUMES its seasonal release schedule with MHL 
2002 (Fall). It has a new “emotion meter” measures the 
crowd’s reaction and your team acts accordingly, plus “NHL 
Cards” you can earn by performing cool moves or reaching 
milestones. You can also create and import your own jersey, 
as well as download MP3 or WAV files into the game. The 
new Madden NFL 2002 (Fall) has improved graphics, a create- 
a-team feature that lets you make your own team uniforms 
and logos, and gameplay improvements that include new 
physics and animation as well as overhauled online play. 
Fans of Starfleet Command should check out Orion Pirates 
(Interplay/Fall), an add-on that allows you to play as a 
pirate (hence the name, duh). The pirates are organized into 
cartels, each controlling all pirate activity in a given area, 
and gameplay includes three types of single-player games 


different types of creatures including 
Demons and Giants. (Bethesda/Fall) 


Capitalism 2—tThe original was a solid 
strategy game of big business, and the 
sequel seems to offer a broad-based 
upgrade and enhancement to the same 
basic gameplay. You take command of a 
modern corporation, and run its day-to- 
day operations in an environment populat- 
ed with ruthless competitors. Particularly 
intriguing is the prospect of playing 
against other tycoons, in Online and 
Multiplayer modes, to see who is the best 
business expert. (UbiSoft/Fall) 


The Ultimate Ride—This real-time 3D 
roller coaster sim has all of the building 
essentials of a certain Tycoon game, and 
none of the peripherals. The object is to 
design, customize, test, and then ride your 
roller coaster in either Mission or Free 
Form modes. When it’s done, you can 
“ride” your creation in first-person view or 
from four other camera angles. (Disney 
Interactive/Fall) 


Gorasul—in this RPG you play the rein- 
carnated Roszondas, who was initially 


RIM: Battle Planets 
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and a multiplayer mode 
that supports up to six 
people. If you liked 
Zeus, you'll probably 
want Poseidon 
(Sierra/Summer), an 
expansion that, erm, 
expands on the origi- 
nal’s combination of 
ancient Hellenistic eco- 
nomics and civics and 
classical mythology, 


raised by a dragon, and who died while 
defending Good. You'll travel through 40 
locations and face over 100 quests while 
pursuing the ultimate goal of again 
defending Good. You’ll also face more 
than 20 cut scenes, several types of magi- 
cal power, and over 40 magicians, though 
probably not at the same time. 
(JoWood/Fall) 


Beyond Atlantis 2—t1t’s 2020. The 
Hoggar desert. You are an 
Egyptologist...okay sure... you wanted to 
be an Ecdysiast, but life is tough. You 
learn that your 4X4 has broken down, and 
some dude named Tuareg is in charge of 
you now. This classic adventure tale 


Beyond Atlantis 2 
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adding more interaction with the gods of Olympus. It will 
also include an Adventure Editor, allowing you to create 
your own scenarios. If you’ve wanted to create a toilet with 
a TV, voice-activated flush and built-in bidet action, check 
out Gadget Tycoon (Monte Cristo/Summer). Because the first 
left so many questions unanswered, Industry Giant I! 


enables you to search for a metropolis 
built by the ancient Egyptians. 
(Dreamcatcher/Fall) 


You take charge of a tribe, 
and it’s up to you whether you want to 
take over the world via force or diploma- 
cy. This is primarily a building game in 
which you will motivate those who follow 
you to assist in enlarging your realm. 
NPCs exhibit specific habits and behavior 
patterns, and they reproduce as well. 
(JoWood/Fall) 


Set in 1890 London, the 
game initially places you in the role of 
Jekyll, whose mission is to save his 


daughter Laurie from her kidnappers by 
returning certain mysterious and magical 
artifacts to her abductors. The few 
resources you possess are not enough to 
pursue your mission. You must drink 
potions that turn you into Hyde, who can 
more easily overcome running, jumping, 
and climbing obstacles. “Platform-looking 
game?” Yes. (Dreamcatcher/Fall) 


You control Zax the Alien Hunter, a 
futuristic soldier/explorer of the Galactic 
Imperium who crash lands on an unchart- 
ed world in dangerous territory. You must 
try to repair his ship quickly, as the world 
is about to be vaporized by an impending 
supernova. Your only hope is to elicit help 


(JoWood/Fall) is 
being unleashed on 
an unsuspecting 
world. It’s busi- 
ness, it’s set in 
America, and it has 
“SO modes of trans- 
portation.” 
Developer 
Jellyvision has two 


fray with 
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from the Korbo, a downtrodden race who 
live in an agrarian society, worship an 
angry god, and have enough problems of 
their own. (JoWood/Third Quarter) 


In a post-apocalyp- 
tic world, you lead a group of survivors in 
their quest to create a new beginning. 
This real-time strategy game features com- 
plex ecological systems, dynamic weather 
and lighting effects, a full level editor, and 
an eight-player multiplayer mode. 
(JoWood/Fall) 


You start as an apprentice 
burglar whose ambition it is to become 
the most successful master thief in town. 
Getting in with the wrong crowd, complet- 
ing successful petty thievery, and practice, 
practice, practice, are all elements along 
your route toward pulling off the ultimate- 
ly stylish robbery, “The Sting.” 
(JoWood/Fall) 


Mum’s been the word on Red Storm’s PC 
adaptation of Anne McCaffrey’s popular 
series of novels, and with the scheduled 
release date fast approaching, one has to 
wonder if all is well in the land of Pern. 
The game is a 3D action adventure that fea- 
tures over 200 characters, puzzle-solving, 
and of course, dragon-riding. 
(UbiSoft/Summer) 


(Sierra/July). There’s 


even a Palm version of the latter game. If you’re looking for 
candy-coated action, try 
where you churning chocolate and cascading candy in stunning 
hi-res 3D. Oh—and learn algebra. Her Interactive returns to the 
(DreamCatcher/Fall), which is not just for 
young women (apparently). Its two Nancy Drew games, The 
Final Scene, and Treasure in the Royal Tower are classic adven- 
ture titles that showcase its ever-better-looking 3D technology. 
Humongous gets sporting again with 


(JoWood/Fall), 


products on the 
way, 
(Microsoft/Fall), an online celebrity trivia game, and the annual 
installment of their legendary 

(Sierra/September). Hunt animals instead of people in the Tribes 2 
engine powered > (Sierra/August). No spinfusers 
are allowed. Those wacky kids of all ages will find plenty of stuff 
to do in the oh-so-wacky | (Sierra/August) and 


(Infogrames/Third Quarter), which is like Backyard Baseball or 
Backyard Football, except, you know, it’s basketball. Finally, you 
probably don’t care much about 

(WizardWorks/Fall), but since the original left so many questions 
unanswered, here’s the sequel. You still sit in a turret and shoot 
stuff. Wow. 


WWII Cinematic 3D Shooter 
Dreamworks 
Electronic Arts 


Why Care? Think Saving Private Ryan, only 
you’re in the thick of the fighting 


PLAYSTATION OWNERS HAVE had one 
major coup to hold over the heads of PC 
gamers, and that’s the Medal of Honor 
series of first-person shooters. Set in WWII, 
these excellent games combine typical 
shooter action with a more deliberate and 
thoughtful style of play and a fairly realistic 
WWII setting. Late this year, though, PC 
gamers will get a shot at the Big One, 3D 
shooter style, with Medal of Honor: Allied 
Assault. It took a while, but it seems EA 
has been saving the best for last. 

Allied Assault lets you fight the war 
through over twenty missions in five cam- 
paigns, from North Africa to Germany, as 
Lt. Mike Powell, a Ranger who winds up 
in the OSS, the American WWII covert 
action agency. What we’ve seen so far 
comes from two particular episodes, the 
D-Day landings and an attack through a 


[top right] The German positions loom over the 
Rangers on Omaha. 


[right] A Tiger prowls the canyons of Tunisia. 


[below] Alarm! Alarm! 


French village; both are stunning exam- 
ples of how cinematic a shooter can be. In 
the invasion mission, you start on a land- 
ing craft and are soon deposited onto the 
hell that was Omaha Beach. If it sounds 
like Saving Private Ryan, it is—this is a 
DreamWorks game, remember. As you 
scramble up the sand and shingle of the 
Norman coast, with machine gun bullets 
whizzing by and explosions tossing your 
buddies up in the air, it’s very much like 
you’ve been transported into the film. The 
game combines scripted sequences with 
free-form action in exciting ways, so that 
what you do seems to fit seamlessly with 
the overall flow of the game. 

Graphically, the game is pretty amaz- 
ing—about what you’d expect from a 
Quake IlI-powered title, and maybe a bit 
more, too. It looks very authentic, more so 
than any other WWII-themed game to date. 
The action is often hot and furious, punctu- 
ated with periods of tense inactivity. It’s 
almost as if they’ve taken every good 
WWII movie you’ve ever seen, and distilled 


the best parts into a game. While it’s still 
not clear how the campaign will play out, 


or how exactly it handles damage, healing, 
and things like ammunition, the little 
touches that we do see—the way the spent 
clip from your M1 Garand pops up after 
eight shots, the accurate battledress worn 
by the troops—bode well for the future. 


War may be hell, but in this case at least it 
just might be heaven too. (December 2001) 


Empire Builder 


Firaxis 


Infogrames 


[top of page] The new city view. 


[above] Pieter Bruegel’s painting “The Tower 
of Babel” serves as inspiration for the 
game's color palette and visual style. 


[below] Borders are now a direct function of 
your civilization’s Culture value. 
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Why Care? That Sid Meier guy has made a 
couple of good games. 


CIVILIZATION II IS one of the most pol- 
ished, well balanced, and addictive strate- 
gy games ever made. That heady mix of 
exploration, expansion, exploitation, and 
extermination mixed with a helping of his- 
torical flavor made for pretty compelling 
gameplay—the ultimate “one more turn” 
experience. That doesn’t leave a whole lot 
of room for improvement, but Sid Meier 
and the folks at Firaxis are giving it the 
good ol’ college try. 

As you might expect, a lot of the 
improvements are in the details. A num- 
ber of features reminiscent of Sid Meier’s 
Alpha Centauri have made it into the 
game, including dynamically generated 
borders and a much more robust diplo- 
macy system. Other Alpha Centauri fea- 
tures, such as the worse-than-useless 3D 
terrain, have thankfully been left behind. 
The diplomacy screen presents you with 
a bargaining table composed of two lists: 
things that you can offer other civiliza- 
tions, and things that you can ask other 
civilizations to give you in return. This 
includes money, resources (assuming that 
you are connected to the other civiliza- 
tion by road, airport, or harbor), techno- 
logical advances, trade embargoes, 
requests to go to war with other 
nations... nearly anything in the game 
can be a bargaining chip. 

New to the game is a strong focus on 


culture and nationality. You can invest in 
numerous improvements such as libraries 
that raise your civilization’s Culture value, 
which in turn dictates how far your civi- 
lization’s borders extend from your cities. 
Want to be able to harvest that iron 
resource that lies just out of the reach of 
Venice? Boost your culture value. Map 
goods work a bit differently as well—in 
addition to the standard bonus tiles that 
boost your cities’ food and production, 
you'll also find resources and luxuries. 
Luxuries (such as spice and diamonds) 
make your people happier, while 
resources (such as iron and uranium) 
allow you to build specific units. 

Some resources do not become avail- 
able until you research certain advances. 
Iron, for instance, does not appear on the 
map (for you, at least) until your civiliza- 
tion researches Iron Working. This subtle 
mechanic could change the flow of the 
game in interesting ways as your civiliza- 
tion advances; the strategic importance of 
different areas on the map changes as 
you discover new technologies and 
new resources. 

If the resource lies outside your borders, 
you can send a Settler to establish a 
colony. This allows you to access that 
resource until you can extend your borders 
further (colonies are vulnerable to attack, 
however). Once you have access to an iron 
resource, any city within your borders that 


The weirdest army ever to see the field of battle. 


is connected to the resource by road can 
use it to build Roman Legion units. 

Firaxis is spending a lot of time on the 
look and feel of the game, with strong the- 
matic visuals (the game artists are using 
Pieter Bruegel’s painting “The Tower of 
Babel” for visual inspiration), a simpler 
interface, and a full-screen main map. 
Longtime fans will appreciate little tweaks 
such as the ghosted city outline that 
appears whenever you select a Settler unit 
(no more guesswork) and the unit anima- 
tions that are a far cry over the motionless 
sprites of past Civilization games. 

After all, if you are going to be spend- 
ing a lot of time staring at a game, it 
might as well look good. (Release date 
not announced— most estimates put it 
at Christmas) 


Tom Clancy’s Ghost Recon 


Real-world Tactical Shooter 
Red Storm Entertainment 
Ubi Soft 


Why Care? It’s a military version of Rogue 
Spear, with less planning and more explosions 


THE PEOPLE WHO brought you Rainbow 
Six and Rogue Spear are turning their tal- 
ents to a new game based on the US 
Army’s elite covert action commandos. 
Whereas the earlier games focused on 
counter-terrorist and police actions, and 
were heavy on planning and controlled 
use of force, Tom Clancy’s Ghost Recon is 
much more visceral and straightforward. 


You take command of a team of near- 
future warriors equipped with the latest 
technology Uncle Sam has to offer, includ- 
ing advanced weaponry and sensor 
devices. Unlike Rogue Spear, there is no 
planning phase in Ghost Recon. Rather, 
you simply lay out waypoints and basic 
orders for your teammates, and have at it 
in first-person shooter style. 

The game is set in Russia or the former 


All along the watchtowers, the princes kept 
the view.... 


A sandbag position in the woods. 


[right] Drawing a bead. 


Soviet republics, during a hypothetical US- 
Russian conflict. Graphically, it is impres- 
sive, with fairly extensive outdoor areas 
complete with the requisite flora to hide 
behind, and sharp-looking interiors with 
realistic textures and architecture. Night 
vision in particular is done well, with 
light sources causing washouts, and 
smoke and explosions look realistic. More 
impressively, the AI for your teammates 
and the enemy is already looking good. 
Bad guys duck and seek cover when 
attacked, while your squad mates will 
defend themselves and help you take out 


Ultimate Guide 


[above] A rustic command post. 
[top right] Taking Up covering fire positions. 


[right] A midnight snack could prove fatal. 


the opposition with minimal babysitting. 
Missions include such things as rescuing 
downed pilots, kidnapping rebel leaders, 
and general demolition and raiding activi- 
ty. You’ll face tanks and aircraft, as well 
as infantry patrols, in the dozen or more 
single-player missions. Expect full multi- 
player support as well. 

With a new 3D engine, a more com- 


bat-oriented approach, simpler controls, 
and the Rogue Spear pedigree, Ghost 
Recon is shaping up to be a compelling 
addition to the stable of real-world shoot- 
ers. For gamers intrigued by modern spe- 
cial operations, but more interested in 
blowing things up than in rescuing 
hostages, this one looks like a must see. 
(December 2001) 


The Elder Scrolls: Morrowind 


Classic Role-playing 


Bohemian Interactive 
Codemasters 


The Redoran Hut appears to be staring at 
you via skeletal sockets. 


Why Care? It’s been foo long since Daggerfall 


IT’S BEEN A long time since Daggerfall’s 
1996 release, and although a lot of play- 
ers may to this day not have actually visit- 
ed the thousands of dungeons in that 
game, most of us have been ready for 

Morrowind for quite some time. 

The game is a classic “old-fashioned” 
single-player role-playing saga that returns 
you to the land of Tamriel, and immerses 
you in a main story involving four major 
cultures, with many, many narratives at 
right angles to the story. There are ten dif- 
ferent races, and you will undergo the 
usual selection and character creation 
activities to begin the game. As in 
Daggerfall and Arena, you can affiliate 
with guilds, and at the most elementary 
level, a “sub-quest” might involve 


attaining a higher rank in your guild. 
Other sub-quests, all optional, appear via 
unusual situations that you encounter 
along the way. You may decide to 
embrace or ignore them. Additionally the 
main quest will have interwoven themes, 
such as the search for the answer to the 
age-old Elder Scrolls question, “What the 
heck happened to all the dwarves?” 
Those who remember and love 
Daggerfall will not be disappointed, as 
Morrowind follows closely in its traditions 
and heritage. A lot of what Daggerfall 
was missing, however, is incorporated 
into this game, not the least of which is 
eye-candy. Veteran designer Ken Rolston 
and one of Bethesda’s staples, Project 
Leader Todd Howard, are working togeth- 
er to marry Howard’s devotion to 
technology, and Rolston’s devotion to 
story and substance. “Fancy role-playing 


ex 


Graphics in the Dark Elf area are decided- 
ly chitin-like. 


games have always been content orient- 
ed,” said Rolston. “They’re very text ori- 
ented, very story oriented, and even the 
best ones have been graphically lame by 
contrast to shooters. Todd, who is a graph- 
ics whore, has led me out of the wilder- 
ness, and I have become a born-again 
graphics whore...and it’s that intersection 
of content and graphics whore that we 
want this game to achieve.” At this writ- 
ing, the game seems to be leaning toward 
success in both arenas. 

The engine features real-time shadows, 
a day and night cycle, and an improved 
combat system, which, although it uses 
Daggerfall’s “slash with the mouse” para- 


Neverwinter Nights 
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Day and night cycles allow for skyscapes such as this. 


digm, is much subtler and convincing. 
Gone are the “cookie-cutter” dungeons. 
Here, each area appears unique, and 
although there will not be thousands of 
locations (thank goodness), the ones that 
do exist will have more distinct personali- 
ties. A completely customizable interface, 
hyperlinked journal, and extremely power- 
ful Elder Scrolls Construction Set editor, all 
add to what Elder Scrolls junkies are 
bound to drool over. “We never want to 
take the player out of this world,” said 
Howard. Hopefully, we’ll never want to 
leave. (December) 


Duke Nukem Forever 

Genre First-Person Eternally 

in-development Shooter 

Developer 3D Realms 

Publisher Gathering of Developers 

Why Care? This game is almost ready to 

ship! Maybe... 

The most aptly named shooter is still in 
hiding. You may have seen the video 
that’s been floating around the web; if you 
haven’t, then pop this month’s CD into 
your drive and give it a look. Then you’ll 
know as much about the game as anyone 
else. It has Duke, strippers, mules... but 
then again, what doesn’t? (“When it’s 
done”, which presumably means “some- 
time in the 21st century”) 


Neverwinter Nights 

Genre Role-playing 

Developer Bioware 

Publisher Interplay 

Why Care? If you read our cover story last 
month, you’re probably caring a lot 
Bioware may very well revolutionize the 


Neverwinter Nights 


Dungeon Siege 


Everquest: Shadows of Luclin — 


Command and Conquer: Renegade 


genre with its fully integrated DM Client 
software by allowing a real player to act as 
Dungeon Master. Whoever takes this role 
will have the power to place and remove 
creatures, items, and other objects within 
the gameworld; manage combat against the 
players; possess non-player characters in 
order to speak through them and control 
their actions; and use various other tools to 
enhance the mood and heighten the game- 
play experience. Neverwinter Nights’ offi- 
cial campaign is set in the popular 
Forgotten Realms world, and allows you to 
create a character according to the D&D 
Third Edition rules. You’ll play through 
about 28 modules in a four-chapter epic 
story, in single- or multiplayer mode. Non- 
campaign modules will include various 
activities, from competitive dungeon races 
and capture-the-flag modules to chat and 
role-playing taverns. (Winter) 


Dungeon Siege 

Genre 3D Fantasy Role-playing 

Developer Gas Powered Games 

Publisher Microsoft 

Why Care? The guy behind Total Annihilation 
breaks the rules 

Chris Taylor did it his own way with Total 
Annihilation and appears to be doing the 


same with this game. You control the 
action almost like a real-time strategy 
game, giving simple orders to your party 
members individually or in groups. Want 
to pick up a bunch of scattered items on 
the ground? Just lasso them all with the 
mouse and drag the lot to your backpack. 
Tired of taking 40 trips to town to cash in 
on your loot? Why not have a pack mule 
to lug around your stuff? Only need a lit- 
tle health? You'll only drink as much of 
that potion as you need. “It’s the low 
hanging fruit of RPG design,” says Taylor. 
A lush 3D engine with fantastic animation 
makes the battles and environments come 
alive. However, the game’s elaborate set 
of tools could well be the envy of other 
developers. The game will ship with 
everything users need to create entirely 
new characters, spells, dungeons, even 
entire worlds. It’s going to be a mod- 
lover’s delight. (Fall) 


Command and Conquer 
Renegade 

Genre 3D Action 

Developer Westwood Studios 

Publisher Electronic Arts 

Why care? Command & Conquer jumps genres 
If you ever watched your little soldiers in 
Command & Conquer and wondered, 
“What are they doing down there?” this is 
the game for you. Renegade is a first-per- 
son action game where you assume the 
role of the elite GDI commando Capt. 
Nick “Havoc” Parker and fight up close 
and personal against the Brotherhood of 
NOD. There are eleven campaigns to com- 
plete, and though it is an action game, 
you still need to manage your resources. 
You can blow up Harvesters to stop min- 
ing, and if bases and vehicles are dam- 
aged you need to take time to repair 
them. Multiplayer Renegade offers varia- 
tions of C&C style gameplay, like captur- 
ing Dr. Mobius, deathmatch, king of the 
hill, and co-operative mode. Another vari- 
ant, C&C mode, challenges two teams, 
GDI and Nod, to destroy each other’s 
base. (Fall) 


EverQuest: 

Shadows of Luclin 

Genre Addictive Add-on 

Developer Sony Interactive 

Publisher Sony Interactive 

Why Care? It makes EverQuest that much bigger 
Far from Norrath, the “normal” home of 
the classic elf-dwarf-gnome-troll conglom- 
erate, Luclin is a satellite from which you 
can view the home planet in the night 
sky. The game features a new race, the 
Vah Shir, a noble cat people that were 
wiped off Odus and deposited on Luclin. 
Hence, there is a new home city there, 
where you will begin the game should 
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you decide to choose this race. The game 
will also introduce a new Beastmaster 
class, and features a complete graphic 
overhaul of all existing EverQuest charac- 
ter models, as well as 20 new zones, new 
quests, and hundreds of new items and 
characters. (December) 


Heroes of Might and 
Magic IV 

Genre Turn-based Strategy 

Developer New World Computing 

Publisher 300 

Why Care? A fantasy classic gets an 

all-new look 

The Heroes of Might and Magic games 
have been staples for turn-based fantasy 
fans for six years now, and so far develop- 
er New World Computing had been 
unwilling to question the series’ success 
by altering the formula. Previewed last 
month, the new game engine leaves the 
stylized look of the previous games 
behind, replacing it with an overhead iso- 
metric view in both the strategic map and 
in the tactical battles. The upside is that 
fans finally have something completely 
new to look forward to. The downside is 
that New World seems to have traded 
much of the game’s unique charm for a 
much more conventional look. (Fall) 


Myth Ill: The Wolf Age 


Genre Real-Time Tactics 

Developer Mumbo Jumbo 

Publisher Gathering of Developers 
Why Care? You'll get to know a kinder, 
gentler Soulblighter 


Dune Generations 


Sid Meier’s SimGolf 
<7 ioc < ad 


Talking a mile a minute like a man 
hopped up on amphetamines, it’s obvious 
that Scott Campbell is a big fan of the 
Myth games. That’s a good thing, because 
he’s the game designer and project lead on 
this game. It’s clear that the game is not 
out to redefine the Myth experience— 
Campbell talks about “that Bungie feel” as 
something to strive for rather than some- 
thing to avoid. You play Connacht the 
Wolf, the legendary hero who saved 
humanity from the Myrkridia and the 
Trow and eventually became the Emperor 
of all human lands. Along the way you 
will meet (and even control) familiar char- 
acters such as Shiver and Soulblighter... 
before they were Fallen Lords. The engine 
is now all completely 3D. Mumbo Jumbo 


is re-recording all the game voices with 
new talent; here’s hoping they will find 
someone equally droll to let you know 
when you’ve suffered “casualties.” (Fall) 


Dune Generations 

Genre Massively Multiplayer Online Strategy 
Developer CryoNetworks 

Publisher DreamCatcher Interactive 

Why Care? Play it online 

Step into Frank Herbert’s mythical uni- 
verse in this mega-multiplayer game of 
intergalactic strategy. Dune Generations 
puts you a 3D persistent universe, and the 
object of the game is to attain the most 
exalted status possible. The power of your 
House will dictate how favorable a repu- 
tation you have in the eyes of the imperi- 
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GET IN LINI 


Christmas Rush 


um, and as you grow in power, you'll be 
able to work upon your bid for control of 
the sand world Arrakis. With several 
thousand planets to conquest, a rich polit- 
ical and diplomatic model, and the com- 
mand of infantry, armored, airborne, 
transport, and artillery forces, the fight for 
control should present a long-term, ongo- 
ing activity. (November) 


Sid Meier’s SimGolf 

Genre Golf Course Building Simulation 
Developer Maxis 

Publisher Electronic Arts 

Why Care? Who hasn’t been waiting for Sid 
Meier to tackle golf? 

Rumor has it, Sid Meier was reading an 
article in a golf magazine about course 
design and thought it would make a fun 
game. In SimGolf, you play the roles of the 
Course Designer, CEO, and resident Golf 
Pro at a golf resort. The goal is to grow it 
from a little public pitch-and-putt to a luxu- 
rious private five-star resort. You’ll have to 
design courses and tweak them to please 
the players while building your resort’s 
amenities to entice the rich and famous. 
You can play your courses yourself with a 


Earth and Beyond 


Sim character you create yourself, or one 
you import from The Sims. (Fall) 


Torn 

Genre Role-playing 

Developer Black Isle Studios 

Publisher Interplay 

Why Care? Brings a lot to the RPG table 
Torn takes place on the kingdom of 
Orislane, where you play as a wanderer 
who ventures through a world of myth 
and mystery. It uses a version of the 
Fallout ruleset, and includes a party sys- 
tem that allows you to “layer” orders in 
such a way that the results play out like a 
form of “on the fly scripting.” The game 
uses the LithTech 3.0 engine and looks 
gorgeous. The view is generally three- 
quarter isometric, with the ability to zoom 
in and out as well as circle the camera 
around. There are six playable races 
including Human, Dwarf, Sidhe, Elf, and 
Ogre, and you will be able to create one 
character of your choice, although 
throughout the adventure, you meet many 
different people who can join your party. 
In single-player mode, you’ll only be able 
to control between one and five semi- 
autonomous companions at the same time 
and multiplayer mode supports up to six 
players. (Fourth Quarter) 


Earth and Beyond 

Genre Online Space Role-playing 

Developer Westwood Studios 

Publisher Electronic Arts 

Why Care? Maybe the next best thing to 
Privateer Online 

There are two kinds of space sims—the all- 
action fighter pilot escapades of Wing 
Commander and Freespace, and the open- 
ended galaxy exploration of Elite and 
Privateer. This second category is especially 
ripe for the massively-multiplayer treat- 
ment. In Earth and Beyond, the galaxy is 
populated by thousands of other players as 
well as Al-driven aliens. Commerce plays 
an important role, but you can make plenty 
of money as a bounty hunter or mercenary. 
The game promises to advance your char- 
acter through exploration and discovery 


just as much as combat and trading, 
though. A persistant-state galaxy with such 
ambitious goals is an ambitious project, but 
Earth and Beyond looks promising. (Fall) 


Star Trek Borg Assimilator 
Genre Borg Strategy 

Developer Cyberlore 

Publisher Activision 

Why Care? Caring is irrelevant. Resistance 

is futile. 

Explore, Expand, Exploit, and Assimilate. 
Those are the four cardinal rules in Borg 
Assimilator, a real-time strategy game in 
which you get to pull the strings behind 
one of the Star Trek universe’s most feared 
race of bad guys. The over-arching goal of 
the campaign is to assimilate a series of 
increasingly more resistant worlds and 
acquire the technology needed to develop a 
stable Omega particle. Because really, 
that’s what it’s all about. (Fall) 


Harry Potter and 
the Sorcerer’s Stone 
Genre 3D Action/Adventure 
Developer KnowWonder 
Publisher Electronic Arts 

Why Care? It’s sorta popular 
Players take the role of Harry Potter (duh) 


Ultimate Guide 


as he enrolls in Hogwarts School of 
Witchcraft. The gameplay is mostly stealth- 
based, but players will have to navigate 
physical obstacles and environmental puz- 
Zles as well as the occasional action 
encounter. It’s a single-player only game 
and naturally, you’ll meet a couple dozen 
characters from the novels. Given the very 
forgiving minimum system requirements, 
the graphics look quite good. (Fall) 


Genre Civilian Flight Simulator 

Developer Microsoft 

Publisher Microsoft 

Why Care? It adds features fans have been 
anticipated for years 

The problem with the Flight Simulator 
games is the feeling that the entire world 
exists just for you to fly your one plane in. 
This year, Microsoft hopes to remedy that 
with a host of new improvements. There’s 
a new system that auto-generates build- 
ings and brush for detail as you fly low 
that greatly increases the visual impact of 
the game. It’s additions like Air Traffic 
Control that make this version special. 
Players will use pop-up menus and key 
commands to ask for permission to taxi, 
takeoff, land, and check on-route clear- 
ances for vectors and instrument 
approaches. An AI system now populates 
the sky with other aircraft, too. (Fall) 


Ozzy’s Black Skies 

Genre 3D Action 

Developer iRock Games 

Publisher TBD 

Why care? It’s Ozzy! 

“We approached several artists on our 
first project,” comments 
Randy Greenback, associ- 


ate producer. “From Korn, to Dave 
Matthews, we were looking for the right 
persona. We were extremely excited to 
work with Ozzy Osbourne, his life is a 
perfect fit to the game.” (A Dave 
Matthews game? Would that involve sit- 
ting on a porch smoking pot?) You play 
Ozzy and start as a squire working your 
way up through the medieval corporate 
ladder, eventually becoming a powerful 
wizard. There are three campaigns with 
thirty missions, and each takes place in 
different kingdoms that reflect different 
phases in Ozzy’s career. The Pariah king- 
dom is full of black magic, the wicked 
and insane, which reflects his Black 
Sabbath days in the 70s. No Rest for the 
Wicked and Bark at the Moon influenced 
the were-beast filled Chrysalis kingdom. 
The last kingdom Virtwyn, based on 
nobility, echoes the family man Ozzy has 
now become. Not only will you hear 
remastered versions of “Warpigs,” 
“Paranoid,” and “Crazy Train,” you’ll get 
a taste of the first song Ozzy’s recorded 
in five years, “Black Skies.” (Christmas) 


Darkened Skye® 

Genre Skittles® Role-Playing® 

Developer Simon & Schuster Interactive 
Publisher Simon & Schuster Interactive 

Why Care? You'll learn the magical secrets of 
the enigmatic Skittles®. Really 

A high-fantasy role-playing game based 
on Skittles® brand candies is such an 
obvious idea that its surprising that 
nobody has done it. Until now. Perhaps 
Simon & Schuster was merely waiting 
until the technology could adequately 
support their vision. Drawing from the 


Christmas Rush 


atmospheric and vaguely unnerving “taste 
the rainbow” series of television commer- 
cials, the game casts you as Skye® 
Lynlora®, a winsome Dwentil® herder. 
One day you find a strange orange object 
(hint: it’s a Skittle®), and in a moment of 
wild cross-marketing abandon, it changes 
your life forever. Much like in real life, 
the Skittle® grants Skye® the power to 
hurl destructive fireballs®. Fortunately, at 
that very moment an inter-dimensional 
rift starts spewing out nightmare crea- 
tures, giving you something to hurl your 
destructive fireballs at. Eventually you’ll 
save the world from the dreadful Lord 
Necroth®, who probably worships at the 
dread altar of Hershey®. (October®) 


Die Hard: Nakatomi Plaza 
Genre First-person Hollywood Shooter 
Developer Piranha Games 


Publisher Sierra 

Why Care? It’s a solid-looking LithTech pow- 
ered shooter—and the Die Hard license has to 
turn up a good game someday, doesn’t it? 


Die Hard was a solid, exciting shoot ‘em 
up, but the games that followed were 
even worse. Powered by the LithTech 
Development System, this is a straightfor- 
ward 3D, first-person shooter, with you 
as John McClain, the cop with a troubled 
marriage and a quick trigger finger. 
You'll get to defuse bombs and do some 
other cop stuff, too, but mostly this is 
about shooting terrorists. Little touches 
like being able to carry only two 
weapons at a time, and having to reload 
manually, help to elevate it out of the 
pure clone category, and graphically the 
game looks good. (Winter) 


Mafia 
Genre Leg-breaking 3D Action 


Developer illusion Softworks 

Publisher Gathering of Developers 

Why Care? If you don’t, Frankie may break 
both of your legs 

Who better to make a game about orga- 
nized crime in Depression-era America 
than a software developer in the Czech 
Republic? The game certainly looks good, 
with highly detailed environments that 
span over 12 square miles of virtual city, 


Star Trek Armada Il 


simulated traffic and pedestrians, and 
atmosphere to spare. There’s little ques- 
tion that the idea is sound; it’s not tough 
to see how mob hits, car chases, 
shootouts, and cement shoes could make 
for a highly entertaining third-person 
shooter. Whether or not it actually will 
remains to be seen. (Fall) 


Wizardry 8 

Genre Classic First-person Role-playing 
Developer Sirtech 

Publisher TBD 

Why Care? It looks to be a Wizardry game with 
real appeal, if it ever finds a publisher 

Sirtech made a name for itself with the 
Wizardry series of role-playing games on 
various computers, but since the 1996 
slightly enhanced reissue of Wizardy 7: 
Crusaders of the Dark Savant, there’s been 
little for fans to do but twiddle their 
thumbs. Now, Wizardry 8 is basically 
done, but finding a publisher has proven 
to be a quest as difficult and epic as any- 
thing in the popular RPG series. Assuming 
this one finds a home, you can expect 
solid if not spectacular 3D graphics, a sur- 
prisingly good interface, and the same sort 
of Wizardry depth and gameplay you 
know and love. The demo Sirtech sent out 
to press was very promising—now if they 
can only convince a publisher. (Fall) 


Star Trek Armada Il 


Genre Real-Time Strategy 

Developer Mad Doc Software 

Publisher Activision 

Why Care? The original game was a solid 
little RTS 


Activision bills the original Star Trek 
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Armada as the best-selling real-time strate- 
gy game ever, and they are probably right. 
It all depends on how many units of the 


only other Star Trek real-time strategy 
game ever made—the abominable Star 


Trek: New Worlds—actually sold before 
that game faded away into the bargain bin 
graveyard. Either way, Star Trek Armada 
II offers three new campaigns (Klingon, 


Federation, and Borg) set in the Next 


Generation time period. Watch for appear- 


Dark Age of Camelot 


Combat Mission 2 


te 
i 


ances by the Cardassians, the Romulans 
and Species 8472 as well. (Fall) 


Dark Age of Camelot 

Genre Online Medieval Role-playing 

Developer Mythic Entertainment 

Publisher Mythic Entertainment 

Why Care? The endless stream of Monty Python 
jokes will never grow old 


Currently in beta testing, Camelot is an 
Arthurian game with three factions: 
Vikings, Celts, and Brits. Each will have 
its own adventure areas in which player 
versus player conflict within the faction 


isn’t allowed. The ultimate goal that play- 
ers will build for will be to adventure in 
the rival faction’s areas and engage in 
player-versus-player combat against 
enemy players. The game will also fea- 
ture a trade-skill system that will let 


players create just about any item that 
vendors sell. (Fall) 


Etherlords 

Genre Turn-Based Strategy 

Developer Nival Interactive 

Publisher Fishtank Interactive 

Why Care? It has unique fantasy styling and 
some interesting game mechanics 

What do you get when you combine 
Heroes of Might and Magic, Final Fantasy, 
and Magic the Gathering? Probably some- 
thing similar to Etherlords. You maneuver 
around a 3D strategic map hunting for 
resources (and the enemy), then fight 
magical battles in mini 3D battle maps. 
Your heroes cast spells from a spellbook 
that you create; Nival equates the strategy 
of picking and choosing your spells to the 
process of creating a deck in Magic the 
Gathering. Perhaps most compelling is the 
game’s creative look and feel that sets the 
game apart from typical Tolkien-based 
fantasy. (November) 


Combat Mission 2: 
Barbarossa to Berlin 

Genre 3D Turn-based Wargame 

Developer Big Time Software 

Publisher Battlefront.com 

Why Care? The best computer wargame ever 
made gets the Eastern Front treatment 

Pit Soviet and German forces against each 
other in the titanic struggle for European 
hegemony that lasted from 1941 to 1945. 
You can expect a host of rules changes 
and improvements, to reflect the Eastern 
Front, and to fix issues that the legions of 
Combat Mission fans have identified with 
the original title. Like the first one, 
though, this next installment will be avail- 
able only by direct order from the 
Battlefront website, though it will once 
again be available for both PC and 
Macintosh-based gamers. (Fall) 
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We Also Have... 


AquaNox—This sequel to the under 
appreciated Archimedean Dynasty is set in 
the 27th century. The surface of the Earth 
has become uninhabitable and the popu- 
lace now lives underwater. You play 
Emerald “Dead-Eye” Flint, a mercenary 
who stumbles upon a plot involving 
pirates and a secret military experiment. 
You'll pilot various combat subs through 
the game’s 8000 square kilometer playing 
area, which includes mountain ranges, 
systems of interconnected caverns, under- 


water cities, and (of course) sea monsters. 
(Fishtank/Fall) 


Dune—A real-time 3D engine takes you 
through two years of Paul’s integration 
into the heart of the Fremen tribe. You 
must destroy Spice smugglers, harass the 
Harkonnen, sabotage factories, find hiding 
places for stockpiling Spice, and complete 
many other missions, utilizing stealth as 
well as combat. (Dreamcatcher/Winter) 


From Dusk till Dawn—Based upon the 
movie, your aim is to team up with a few 
improbably human survivors to defeat the 
high-tech security system of the Rising 
Sun, a floating converted tanker prison 
that houses over 600 prisoners, 200 


guards and an entire body of administra- 
tive personnel. You'll visit more than 16 
areas, and employ more than 20 weapons, 
including a riot gun, an UZI PM, 
grenades, a nail gun, and circular saw. 
You're innocent...so you Say. 
(Dreamcatcher/Winter) 


S.W.I.N.E.—On August 3'4, the Pig 
National Army crosses the border of 
Carrotland, destroying much of the coun- 
try of the Rabbits and besieging the capital 


within two weeks. If that premise doesn’t 
make you want to play S.W.I.N.E., then 
nothing will. Well, except perhaps for the 
fact that the Rabbits all speak with outra- 
geous French accents, and the Pigs are all 
German and wear spiked Nazi-like hel- 
mets. As an allegorical fable about World 
War II, it definitely wins the surreal 
award. (Fishtank/November) 


Hidden & Dangerous 2—wWell, after the 
original, there’s nowhere to go but up. 
This sequel offers everything that a good 
sequel should: more World War II-era 
squad-based action with a six-member 
team, more missions, more vehicles and 
equipment, and more slick visuals. 
Unfortunately the proof will be in what 
the game doesn’t deliver: more bugs, more 
AI that can’t find its way out of a wet 
paper bag, and more bugs. If developer. 
Illusion Softworks can successfully not 
deliver those things, then it will be in 
pretty good shape. (Gathering of 
Developers/Fall) 


Disciples Il: Dark Prophecy—aAside from 
a tremendously dated look, the original 
Disciples: Sacred Lands was a fun, solid, 
turn-based fantasy strategy game in the 
style of Heroes of Might and Magic. The 
sequel still trails a bit behind the visual 


Don’t Forget... 


ROGUE SPEAR: BLACK Thorn (UbiSoft/Winter) is a stand-alone game 
offers up new missions for the Rogue Spear faithful. While it fea- 
tures no significant enhancements to the game engine, there 
should be some new weapons to equip, and collection of challeng- 
ing scenarios. Want more stuff for the best strategy game (so far) 
of 2001? Check out Kohan: Ahriman’s Gift (Strategy First/Fourth 
Quarter) for three new campaigns, 24 new scenarios, 14 new 
spells, six new building types, 18 new Kohan heroes, 2 new ter- 
rains, and 3 new “climate types”... the list goes on. With Divided 
Ground: Middle East Conflict 1948-1973 (Take 2/Fall), TalonSoft’s 
long-running Campaign Series moves out of WWII. This game 
focuses on the wars between Israel and its Arab neighbors, and 
with battles from 1948 to 1973, the game should give you the 
chance to pit Shermans, Centurians, and Pattons against T-34s, T- 
55s, and T-62s, and to use things like helicopters and anti-tank 
missiles too. It’s been in on again, off again development for what 
seems like longer than WWII, it appears that 82nd: All-American 
(Shrapnel/Winter) should make it out this year. Targeted at seri- 
ous wargamers more interested in accurate weapon and command 
modeling than in flashy graphics, this turn-based effort should 
appeal to its established fan base and other hardcore grognards. In 
case that doesn’t float your boat, what about Myth Il: Green Berets 


4x4 Evo 2 
(Take 2/Winter), a 


squad-based tactical 
strategy game set in the 
jungles of Southeast Asia 
(why they use Myth II in 
the name is baffling). 
Ten missions will 
encourage you to destroy 
radio towers, defend 
bases, and eliminate 
high-ranking VC officers. 
This add-on requires the original Myth II, which is included with 
the purchase of the game. 4x4 EVO 2 is headed to the PC and Xbox, 
and features over 70 sport utility vehicles, 90 real-word parts and 
upgrades, new off-road tracks such as a lost Mayan city and the 
Grand Canyon (that first step is a doozie), and three new career 
modes, the game promises a little bit more of everything. Hey 
kids, what’s more fun than bumper cars? Bumper cars that 
explode! That’s the premise of Bump (Simon & Schuster/October). 
Race around 3D arenas filled with giant pinball machine-like 
obstacles, collect weapons such as lightning guns, springs, and oil 
throwers (you can also just bump into your opponents, of course), 
and deal out enough damage and boom! The game even comes 
with an arena editor. Ski-Doo: X-Team Racing (Simon & Schuster 
Interactive/Fall) can be summed up like this: You race snowmo- 
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or technological path, as well as some 50 
multiplayer maps for Internet or LAN 
play. (Sierra/Winter) 


Necrocide: The Dead Must Die—aAside 
from having one of the goofiest names in 
recent memory, Novalogic’s 3D action 
thriller Necrocide: The Dead Must Die also 
features artwork from popular fantasy 
artist Brom. You play a vampire huntress 


lush and polished look. (Electronic 
Arts/Fall) 


Settlers 1V—tLead the Romans, Vikings, 
or the Mayas to a kinder, gentler sort of 
world domination in the latest rendition 
of this real-time economic strategy series. 
The fourth iteration returns the series to 
its “settling” roots, with a few extras to 
round things out. (UbiSoft/Winter) 


(NovaLogic/Fall) 


curve (800 by 600 and 16-bit color), but 
makes up for it with a strong gothic art 

style and a slightly revised combat sys- 

tem. (Strategy First/Fall) 


Zoo Tycoon—Build and design a zoo 
with over 40 different animals, 60 differ- 
ent habitat materials, and 40 different 
building materials. There will be scenar- 
ios to challenge both beginners and 
experts in addition to a sandbox mode 
that lets you run a freeform zoo any way 
you please for as long as you want. 
(Microsoft/Fall) 


Anno 1503—Compared to its previous 

iteration (Anno 1602), the world area is 
ten times as large now, and you can set- 
tle on anything from the smallest island 
to entire continents. You'll interact with 
nine 16th century cultures, and the new 
fully 3D terrain blends well with sprite- 
based buildings to give the game a very 


Warrior Kings—As one of the epony- 
mous “warrior kings,” your goal in those 
3D real-time strategy game is to unite the 
land of Orbis, home to knights, demons, 
and fly fishing gear of distinction. Sierra 
promises a “massive” solo campaign, 
with the opportunity to take a good, evil, 


biles. There are 15 
courses. And multi- 
player. EA Sports is 
always good for some 
Christmas sports, and 
this year they have Fl 
2001 (EA Sports 
/Fall), which 
improves the Al, 
environments, has 
new rosters and a new 
graphics engine. The latest iteration of FIFA 2002 (EA Sports /Fall) 
has been “re-invented” this time around, which an overhauled 
graphics engine, a new “open passing” scheme could mean less 
frustration for new players, and referees now make calls based 
on the timing and angles of your tackles. ‘Bout time. If you want 
to run around and peck things (and you know you do), try 
Woody Woodpecker (Dreamcatcher/ Winter), which is like Sonic 
with a beak. Backyard Football 2002 (Infogrames/Fourth Quarter) 
puts a kindler, gentler face on one of the more violent sports, 
and Rally Trophy (JoWood/Fourth Quarter) is a classic racing sim- 
ulation with historical elements, which are mostly embodied in 
the detailed recreation of 14 classic cars. You can tune and repair 
the vehicles, and race them on 49 different tracks with realistic 
seasonal and weather conditions, particle effects, skid marks, and 


Survivor: The Australian Outback ae 


out to rid the world of evil. 


MegaRace3—Pilot vessels under plane- 
tary attack! Fight enormous plants, gigan- 
tic animals, and germs the size of auto- 
mobiles! Lance Boyle is back! In addition 
to the simple solo race, you’ll be able to 
play capture the flag, and duel mode. 
(Dreamcatcher/Winter) 


Zorro—This sword-fighting, dueling 
action game takes you through the igth 
century world of Don Alejandro, the father 
of Don Diego, who believes he recognizes 
the new chief of the Californian Police. 
The focus is upon the private life of Zorro, 
and hence, usually takes place at night. 
Stealth and swordfights are the highlight 
of this tale, which is spiced up with a bit 
of romance. (Dreamcatcher/Winter) 


reflections. Ace of Angels (Flying Rock Enterprises/Winter) is a 
space fighter simulator, which allows you to fight head to head 
against others across the Internet. You may select one of 14 fight- 
ers, and design its weapons loadout to your specifications. Get 
hot, hot hot! with Wildfire (Take 2/Winter), an action-strategy 
game that pits you against...wildfires! You are a Smokejumper, a 
member of a specially trained and outfitted unit of firefighters. 
Parachute your team into over 50 hot missions. And from the 
“please stop already” file comes: Trophy Bass 5 (Sierra/December), 
Casino Tycoon (Monte Cristo/November) and the premier animal 
killing simulation Deer Hunter 5 (WizardWorks/Fall). Someone 
must be buying these things. Finally we have the reality TV craz- 
ing going digital. The weakest link in Activision’s lineup is clearly 
The Weakest Link (Activision/Fall), a game that exploits the popu- 
larity of a BBC television show that in turn exploits the popularity 
of two other television shows (Survivor and Who Wants to Be a 
Millionaire, respectively), one of which exploits the popularity of 
the original modern “reality” television show, MTV’s The Real 
World. Speaking of Survivor, Survivor: The Australian Outback 
(WizardWorks/Fall) allows you to play mini-games the challenges 
and manage relationships and alliances with other contestants to 
avoid being voted off the island. You’ll be able to take control of 
one of the show’s contestants or create one of your own in either 
single or multi-player 
play. Help. 
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You will be able to interact with some of your favorite characters. 
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“A long time ago in a galaxy far, far 
away, An empire divided It is the height of 
the Galactic Civil War, the emperor holds 
hundreds of star systems in his grip, and 
only those brave enough to join the Rebel 
Alliance, stand to oppose his sinister plans. 

Throughout the galaxy merchants farm- 
ers and artists struggle to survive in war- 
torn systems while bounty hunters, smug- 
glers and crime lords prosper during this 
dark time. 

Meanwhile, the Sith Lord Darth Vader 
continues to hunt down the last of the 
Jedi, the sole survivors of an ancient 
order that might once again bring peace 
to the galaxy.” 


CONSIDER THIS AN initial State of the 
Galaxy Address from LucasArts as it pre- 
sents its first massively multiplayer online 
persistent world, Star Wars Galaxies. In 
association with Sony Interactive, Lucas is 
developing what it hopes will be the ulti- 
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mate far, far away-ness in which you can 
completely immerse yourself in everything 
Star Wars. As one of the first “second gen- 
eration” online role-playing game (for 
those who don’t count MUDS as 
Generation One), Galaxies will be wearing 
a brand new patent leather 3D engine. 

The designers have set this game dur- 
ing the Galactic Civil War—the era sur- 
rounding the original Star Wars trilogy. 
Why? They feel that the struggle between 
the Empire and the Alliance offers a per- 
fect backdrop for a persistent world. Also, 
at this time, most of the major characters 
are still alive, so it will be easy to utilize 
them, not to mention that the Expanded 
Universe has plenty of material from this 
period as well. There will be additional 
content from the remaining two Star Wars 
films (Episode Two assets will be drawn 
as they become available). 

As for classic gameplay, on the surface 
it seems as though the initial choose-your- 


race-and-customize-your-avatar business is 


very similar to that in all role-playing 


games since time immemorial. However, 
the character detail here is quite extraordi- 
nary. You will build your own character 
from thousands to millions of possible 
combinations. Facial configuration, girth, 
color—all are customizable. They want to 
avoid the usual trap of having what seem 
to be a thousand clones running around 
all at the same time, and are diverging a 
bit from what might be considered “nor- 
mal.” For instance, Rodians are an unusu- 
al humanoid species, characterized by 
green skin, and multifaceted eyes, known 


Zabrak plays “Avoid the hoof’ with an AT-AT. 
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by their flexible snouts, short, pointed 
ears, and antennae. Here we see them in 
various other shades with subtle differ- 
ences to their features. 

Galaxies will have multiple servers or 
“shards,” each representing one galaxy, 
and unlike much of the competition, 
Verant hopes to integrate an ongoing story 
into the gameplay. At this writing, no one 
was talking about the actual storyline, but 
it’s clear that if there is a story through- 
line, and it is dependent upon players’ 
decisions and behavior, then it is bound to 
diverge from shard to shard. In essence, 
there is a possibility that you will get a 
significantly different playing experience if 
you have avatars on more than one shard. 

You'll establish cities and governments 
that may be run by player associations (like 
guilds), and establish trade routes, although 
spaceports will only become available after 
cities advance enough to support them. In 
games like Privateer or Elite Force, the 
spaceport is essentially a screen where you 
got information about the goings on in the 
world, and where you then act accordingly. 
Here, they’re hoping that there’ll be a “real” 
army of players that need things like med- 
ication, Britney Spears videos, or weapons. 
This would give actual motivation for trade 
routes, space battles, smuggling, and the 
like. To this end, you’ll be able to establish 
missions in addition to the missions sup- 
plied by non-player characters, and make 


requests on a general “mission board” that 
will remain persistent whether or not you 
are still in the game. 

With the design team’s cumulative 
decades of experience in making multi- 
player games, they have a pretty good 
idea of what works and what doesn’t, of 
what’s fun and what is not. At this writ- 
ing, some of the solutions remain “undis- 
closed at this time,” but as for 
others...Problem one: Camping. Solution: 
Not having monsters spawn in predictable 
areas or patterns. Doable? Maybe. Problem 
two: Zoning time. Solution: The game 
consists of huge planets, one of which is 
about four times larger than Ultima Online 
and 35% larger than EverQuest, and huge 
continuous areas within them in which no 
zoning is necessary. Problem three: 
Starving to death. Solution: You don’t 
have to eat or drink. “We will have those 
things, but you will not be required to eat 
food,” says Creative Director Raph Koster. 
“We’re not going to have you starve to 
death in the desert; that’s just not fun.” 
Problem four: Corpse retrieval. Solution: 
They’ve solved it, but wouldn’t say how. 
Problem five: Losing your life to the game. 
Solution: All players, new or seasoned, 
will be able to cooperate, and advance- 
ment will occur even if you have only an 
hour or two to play. There’ll be no need 
to be an experience-point-slave. 

Since there are no actual experience 


The Sims Online 


Maxis 
Electronic Arts 


Online City and Neighborhood Simulation 


Why Care? Open-ended gameplay: play- 
ing the way you want fo play will most 
likely gain suecess in one form or another. 
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One huge simolean-making idea is to open a casino in your home town. 
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points, non-combat skills are very impor- 
tant to the game culture. You’ll be able to 
cooperate and develop skills in many areas 
including moisture farming and hairdress- 
ing. Of course, there will be combat. 
“We're shooting for very cinematic com- 
bat—very much like the films,” elaborates 
Koster. “Acrobatic Jedi moves, blaster bat- 
tles, the works. We’re trying to go well 
beyond the combat in existing games.” 
And with this in mind, they’ve announced 
an add-on that allows you to purchase 
starfighters, blow up some TIE fighters, 
and dogfight. The starships are currently 
mouse-controlled, and your character’s 
skill level will impact your performance— 
and yes, it is more “action-arcade” than 
previous flight sims, as they want to make 
it accessible to the more casual pilot. 

The hook here, no matter how you slice 
and serve it, is that it’s Star Wars. 
Although the license has suffered an 
awful lot during its various manifesta- 
tions, there are the masses that have, for a 
long time, wanted to have a virtual identi- 
ty in that galaxy far, far away. As for the 
“Jedi, the sole survivors of an ancient 
order that might once again bring peace to 
the galaxy,” they don’t stand a chance. If 
the Galactic War dies, then Galaxies dies, 
and, said Koster, “This game is going to 
be on shelves for years and years.” It’s not 
however going to be on your shelf for 
quite some time. (Spring 2002) 


MAXIS’ WILL WRIGHT, father of all things 
Sim, is one of today’s most celebrated 
designers, and under the production wing 
of Electronic Arts, he and his design team 
are well on their way to delivering an 
extremely detailed and rich social play- 
ground in The Sims Online. Since 1989’s 
Sim City, Wright has studied the concept 
of “how we play,” and has incorporated all 
of his findings into what appears to be 
merely an online chat room, but which is 
actually a city, neighborhood, economic, 
political, and social simulation with many 
more nuances. 

Sims devotees are sharing an enormous 
amount of online content, all of which 
may be used in this latest outing, and 
tools exist to make your Sims avatar even 
more unique and detailed than ever 
before. You will create a character and 
choose a city (“shard” in most other 
online worlds) in which to play. Each city 
will hold 50,000 people, and will have its 
own geography, social structure, and fla- 


The Great Unknown 


[top] Will real conversation remove some of 


the charm from this quirky game? 


[above] Different geography will determine 


the best way to plan cities. 


vor. Character profiles are extremely 
detailed in order to match you to others 
with similar interests, and ultimately to 
reveal these similarities to you and your 
potential soul mates. Rounding out your 
persona will be 64 new social interactions 
and eight different categories and sub-cat- 
egories for emotional expression. “We're 
trying to give the players a very high 
degree of ‘puppeteering,’” said Wright, 
“where you really feel like you are con- 
trolling that character and can be very 
expressive with it.” 

The game visually appears similar to 
the original The Sims, and they’re includ- 
ing a lot more online objects, and the 
entire toolset for creating structures. Here, 
however, in addition to just houses, you 
can build businesses, transportation cen- 
ters, recreational facilities, and more, with 
the goal being an interdependent society. 
You'll be able to recruit and torture room- 
mates, have pets, and wear hats of cheese. 


Groups of people in close proximity can 
form neighborhoods, and it’s all about 
attracting others to your corner of the 
world in order to gain “success” which 
will mean different things to different peo- 


ple. It can come in the form of currency 
(simoleans), or simply by becoming num- 
ber one on the “Person Most Kissed” list. 
Yes, the game tracks statistics for just 
about everything. 

Wright believes that the most avid play- 
ers will be most likely to mold the sand- 
box for the rest of us. “We’ve got about 
five percent or less of our hardcore players 
that end up doing tremendously cool 
things, with custom content or whatever, 
that entertain the other 95 percent. And 
that’s been the core of this entire game 
design. We want to take the hard core 
players and put them in the position of 
entertaining the other 95 percent, not 
killing them.” Even the simplest idea, 
however, can earn you a certain amount 
of esteem. Put a turnstile in front of your 
bathroom, for instance, and voila! You 
have a pay toilet. What could be more fun 
than that? (Spring) 


Soldier of Fortune Il: Double Helix 


First-person Bloody Action 
Raven Software 
Activision 


Why Care? With new, bloodier graphics, it’s is 
all but guaranteed fo start a new round of 
“violence in gaming” debates. 


REAL-LIFE MERCENARY John Mullins is 
back, and this time he’s bad! Come to 
think of it, he was pretty bad the first 
time, so I guess that makes him even 
worse. Fresh from saving the world from a 
nuclear threat in Soldier of Fortune, 
Mullins returns in Soldier of Fortune II to 
take on a pack of rogue scientists. These 
geeks-gone-bad have concocted a virus 
from the secrets of the human genome 
project; a real nasty germ that can be tai- 
lored to kill anyone using a sample of the 
soon-to-be-victim’s DNA. Will John 
Mullins lock ‘n’ load to stop them from 
selling it to the highest bidder? Of course, 
because he’s a good, world-caring guy. 
Either that or his checks never bounce. 

Soldier of Fortune II utilizes the Quake 
III engine, and Raven’s programmers are 
pushing the limits of the technology, 
using textures with twice as much detail 
as they used in their Star Trek Voyager 
Elite Force. The results are astounding— 
you can actually see individual wood 
grains and specks of rust. There will also 
be tall grass that moves separately in 
swirling rain and snow. 

Using Hollywood stuntmen, Raven 
motion captured hundreds of signature 
moves, like the knife tossing and pistol 
twirling from the original. There’s even a 
cinematic sequence referred to as the 


“Hong Kong midget toss.” Digital pho- 
tographs are being used to model charac- 
ters and weapons such as the M4 carbine 
with underbarrel grenade launcher, 
silenced SOCOM pistol. 

Gameplay is also getting tweaked. 
Using an improved version of the ICARUS 
scripting system from Elite Force, missions 
will have more twists and turns than ever. 
Real-world locations are being used, from 
Columbia to Kamchatka, complete with 
regionally specific spoken languages. 
There will even be a random mission gen- 
erator, though no multiplayer in the initial 
release. The game’s AI is being improved 
to avoid the shooting gallery effect, and 
enemies will now take cover, retreat when 
wounded, and call for reinforcements 
when outgunned. 

The game will feature some new tacti- 


Jedi Outcast: Jedi Knight 2 


Why Care? Star Wars + Raven+ Quake Ill = 
stormtrooper blasting nirvana 


First-person Star Wars shooter 
Raven Software 
LucasArts 


Mowing down stormtroopers never gets old. 


THE ORIGINAL Jedi Knight represented 
something of a pinnacle of first-person 
shooter design, a skillful and massively 
entertaining blend of great level design, 
good looks, and engaging subject matter. 
That was 1997, though; since then, 
LucasArts hasn’t done much to satisfy the 
craving for more first-person blaster and 
lightsaber action. Indeed, the once mighty 
game company has seen more than its 
share of Star Wars duds flow through its 
doors, games that all too often saw 
LucasArts trying unsuccessfully to rein- 
vent the wheel each time. 

Forget about all that. Taking a leaf from 
the “if you can’t beat ‘em, join ‘em” book, 
the company has engaged Raven Software 
to develop the true sequel to Jedi Knight. 
Star Wars Jedi Outcast: Jedi Knight II, slat- 
ed for an early 2002 release, will use the 


cal options as well. You will now be able 
to effectively hide from enemy patrols, 
crawl around, and use silenced weapons 
to greater effect. Tools like lock picks and 
wire cutters will help you to open doors 
and shut down the power to certain areas. 
It is important to note, though, that stealth 
will always be an option. There will be 
advantages to it—alerting fewer enemies, 
expending fewer resources—but the run- 
ning and gunning style from the original 
game will still be there for anyone who 
likes to go in guns blazing. 

And then, of course, there’s the gore. 
Raven isn’t backing down, and the new 
GHOUL II technology will continue to 
hone the cutting edge of realistic vio- 
lence. Get your parental warning stickers 
ready, Wal-Mart, this one is not for the 
kiddies. (Winter 2001) 


Lightsaber battles are played in third-person. 


proven and very capable Quake III Arena 
3D engine, something Raven has a lot of 
experience tinkering with. From what 
LucasArts has shown so far, the game is 
returning to the fundamentals that made 
the original so compelling. Great level 
design, with vertigo-inducing heights and 
broad expanses of indoor and outdoor 
space, canon Star Wars weaponry, charac- 


Bolt-ons, like this asymmetrical scar, allow 
for unlimited modeling variations. What's 
he smirking at, anyway? 


ters, and settings, and of course Force 
powers and lightsaber battles all will be 
features of the new game. 

Jedi Outcast builds on its predecessor, 
in that you are once again playing Kyle 
Katarn, a Jedi with a somewhat ambiva- 
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lent relationship to darkness and light. 
You'll be able to throw your lightsaber 
like a boomerang, confuse enemies into 
letting you pass unmolested, and generally 
raise hell with your mastery of the Force. 
The game engine supports swirling melees 
with multiple enemies and allies, and you 
can expect a full scale assault of cutting- 
edge graphic effects—if Raven’s Elite Force 
looked good to you, you’ll probably love 
Jedi Outcast. 

Expect a single-player campaign of 
some length, somewhere between Elite 
Force and Jedi Knight in length, with full 
multiplayer support as well. You’ll have 
the option to switch between first and 
third-person views depending on which 
weapon you're using, and given that the 
game is set some time after Episode Six 
(Return of the Jedi), you can count on 
having plenty of enemies to use them on. 
It’s early yet, but so far so good—it’s 
about time we had a good Star Wars 
shooter to look forward to. (Winter 2002) 


Whip out those force powers. 
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Age of Mythology 


Genre 
Developer 
Publisher 


ONE DAY A Coke bottle fell from the heav- 
ens upon Ensemble Studio heads’ heads. 
The gods must be crazy, then, or if not, 
they at least provided some inspiration to 
motivate the lauded Age of Empires cre- 
ators. Ensemble’s latest venture, formerly 
known by the clever acronym RTSIII, is Age 
of Mythology, yet another real-time strategy 
game, but this time with some innovative 
twists and a shiny new 3D engine. 

Headed up by co-designers Ian Fischer 
and Greg Street, this game is similar in one 
way to its predecessors, Age of Empires, 
Age of Kings, and its Conquerors expan- 
sion. The real-time strategy prototype still 
exists: accumulate peasants to build, hunt, 
gather, and collect; amass resources and 
research technologies to progress through 
the ages—all the while building up your 
military and economic prowess. 

In this game, however, the central 
power focus is divine. In addition to nor- 
mal resources, the new one you’ll need 
to collect is “Favor of the Gods.” Each of 
the three cultures you will encounter— 
Norse, Greek, and Egyptian—has a trio of 
gods associated with it. Each god has a 
special form of magical ability. As a 
Norseman you may build a temple to 
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Why Care? 


Father Odin, thunder god Thor, and ras- 
cal Loki. In Egypt you’ll pay homage to 
Ra, Osiris, and Set; and in Greece, the 
happy triad is Zeus, Poseidon, and 
Hades. You’ll initially build a structure in 
honor of one chosen god, harnessing his 
magic to use against your enemies. 
Eventually, you may be able to construct 
temples to all three of your gods, accu- 


[right] Goodness beam from the heavens 
over ancient Egypt. Or is that your Black 
and White creature? 


[bottom right] Can you say, “And the gods 
will smite thee! ?” 


[below] Note the deformable terrain. 


mulating all possible magical disciplines. 
Gods can be actively helpful in combat 
by using natural resources to create 
attacks like Meteor Shower or Lighting 
Blast. Or they may aid you passively. 
Father Odin, for example, will enhance 
your line of sight. 

Another new feature is the addition of 
enhanced hero units, which again, are 
different for each civilization. Egyptians 
start the game with a hero already under 
their loincloths. Greeks will acquire 


heroes at their town center, and Norse 
players will upgrade regular units into 
heroes. There will be only one single 
player campaign that allows you to play 
all the cultures, and multiplayer will be 
available over The Zone, with the sce- 
nario editor available in game. 
Apparently, the new 3D engine has 
been in the works for about four years, 
continuing throughout the development 


and release of Age of Kings and its add-on. 


In addition to offering all sorts of weather 
effects, deformable terrain, visibly frosty 
exhalation, extremely evident unit 
upgrades, and massive full-scale battles, 
the engine will support a 24-hour day and 
night cycle, and defrost a chicken. 

Once again under the giant wing of 
Microsoft, Ensemble will have the luxury 
to be very thoughtful and thorough about 
this game. In other words, it’s too early 
to drool. (Spring) 


Ultimate 


Preview Guide 


For the first time, day and night will effect your strategies and decisions. 


Genre 
Developer 
Publisher 


The star lanes add strategic value to solar 
systems located at choke points. 


SID MEIER’S CIVILIZATION spawned a 
whole breed of epic strategy games that 
people refer to as “4X games.” The Xs in 
question come from the four fundamental 
stages of the game: eXplore, eXpand, 
eXploit, and eXterminate. To this tradi- 
tional mix, developer Quicksilver Software 
Inc. presumes to add a fifth X: eXperience. 
The game is all about the experience of 
running a far-reaching galactic empire, 
with a strong emphasis on the sheer scale 
of it all. Fleet actions involve vast navies 
in real-time combat (don’t worry—you 
issue orders to large tasks forces rather 
than to individual ships). The galaxy, 
which is depicted in 3D on the main map, 
can consist of up to 256 solar systems. 


Why Care? 


SHIP DESIGN 


LST LT TST 


SHIP ORDERS 


Despite its spreadsheet-like appearance, the interface is actually pretty slick and well organized. 


Each of these can have up to ten planets, 
and each of these can have up to five 
moons. And yes—you can colonize the 
moons. With the potential for over 15,000 
colonies (the average game will be some- 
what smaller), how could you ever hope 
to manage everything? 

Fortunately, you don’t have to. In fact, 
you can’t. The game assigns you a certain 


number of Imperial Focus Points (IFPs), 
and you have to spend one every time you 
issue an order in the game. Your own 
direct involvement in the operation of 
your empire becomes your most crucial 
resource. It’s an interesting approach to 
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56 


limiting micromanagement. You have a 
host of administrators that make decisions 
for you on matters for which you don’t 
have time (or IFPs), but they have their 
own personalities, ambitions, and agen- 
das, so they may not make the same deci- 
sions that you would. You’ll have to care- 
fully consider how to spend your IFPs 
each turn to keep your empire in step with 
your personal master plan. 

The game borrows a few of the more 
interesting concepts from the otherwise 
disappointing game Ascendancy, such as 
star lanes and alien races that actually 
seem... well, alien. Star lanes represent 
fast routes of travel between solar systems; 
you can send ships from one star to anoth- 
er without using a star lane, but it will 
take a lot longer. Star lanes add to the 
strategic value of certain systems—particu- 
larly the ones located at choke points. The 
races are more interesting than those in 
past Master of Orion games (which had a 
tendency to stick to clichéd sci-fi staples 
such as “the cat race,” and “the bug race,” 
“the bird race,” and so on). Even returning 
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races such as the Klackons sport a whole 
new look. 

While casual players may be scared 
away from the immense amount of detail 
and the “spreadsheet” appearance of the 
interface, Quicksilver is working to ensure 
that the game is accessible to a wide vari- 
ety of players. They’re probably hoping 
that includes you. (First Quarter 2002) 


Unreal Il 

Genre 

Developer 

Publisher 

Why Care? 

In this sequel, you play as a marshal of 
sorts on the frontier of space. As the single 
player game progresses, you’re sent on a 
variety of missions including hostage res- 
cue, assault on an enemy base with a 
squad of friendly troops, civilian escort, 
stealth infiltration, or defense of an out- 
post or base against attacking enemies. A 
nifty conversation system allows you to 
move around and continue playing while 
characters speak to you. They’ll follow 
you with their head and eyes while going 
about their duties thanks to some cool ani- 


mation tricks. The same “pick a response” 
chat interface is used to give orders to 
squad mates in the team-oriented mis- 
sions, and it looks simple, unobtrusive, 
and easy to use. The core technology that 
powers the sequel has progressed quite a 
bit since the original game. Environments 
and characters are considerably more 
detailed, and the outdoor areas are large, 
lush, and filled with ambient life. (“When 
it’s done”) 


Star Wars: Sraets of 
the Old Republic 


Genre 
Developer 
Publisher 
Why Care? 


The developer that brought us the best 
D&D games in years combines their role- 
playing game design savvy with the 3D 
expertise demonstrated in MDK2 and 
Neverwinter Nights. The game takes place 
long before Episode I, where noble Jedi 
and evil Sith were far more common. Plot 
details are still a closely guarded secret, 
but you should be free to develop your 
character as you please, and you may 
have to make tough decisions about fol- 
lowing the path to the Dark Side. Your 
party will consist of up to three people at 
a time, though you’ll get to choose which 
of the interesting characters you meet 
along the way you want to take with 
you. One of the “stars” of the game is 
your cargo ship, not dissimilar to the 
Millennium Falcon, which serves as a 
home base of sorts. Key plot develop- 
ments will take place there, but it will 
serve several utilitarian purposes as well. 
Since you can only have a party of three, 
you might leave other potential party 
members to stay back and “watch the 
ship,” and you’ll need a place to store all 
the equipment you find, of course. 
(Fourth Quarter) 


SimsVille 


Genre 


Developer 
Publisher 
Why Care? 


Rather than zoning districts in SimCity or 
choosing wallpaper in The Sims, you 
place individual homes, business, roads, 
and city structures. Add details like trees, 
lampposts, or benches to beautify the 
town. The voyeuristic thrill of The Sims 
isn’t gone, though: you can watch your 
little inhabitants go about their daily lives 
and purchase objects from the stores in 
your town to satisfy their needs. Wanna 
throw a block party or town concert? You 
can do that, too. Your town doesn’t have 


to be boutiques, churches, and fancy 
restaurants, either—create a grungy, dirty, 
crime ridden town full of corruption, 
biker bars, and liquor stores if you want. 
You know, like L.A. (First Quarter) 


Planetside 

Genre 

Developer 

Publisher 

Why Care? 

Here we have a freeform action game set 
in a persistent futuristic world consisting 


of about 13 continents. The object is to 
become part of an empire and play as a 
team to gain control over territory and 
hence build up your skills, abilities, 
power, and influence in the gameworld. 
The balance of power between the oppos- 
ing empires will constantly shift depend- 
ing on the players’ actions. In addition to 
combat, you can advance via rank and 
other means, and there are role-playing 
elements that will allow you to customize 
your character as you see fit. “Implants” 
are permanent additions that will be 
stored in your inventory, and they give 
you powers and abilities far beyond those 
of mortal men. For many, though, this 
game will be all about combat and vehi- 
cles. (Spring) 


Age of Wonders II: 
The Wizard’s Throne 
Genre 

Developer 

Publisher 

Why Care? 


Develop cities and armies and explore the 


strategic map, fighting the enemy on tacti- 
cal battlefields in this sequel. Your charac- 
ter plays more of a strategic role this time 
around, however. Your best bet is to hole 
up in a Wizard’s Tower—this allows you 
to cast Global Spells on the strategic map 
and provide magical aid for your troops in 
battle... if they are within range of one of 
your Wizard’s Towers. You can also use 
your Towers to teleport troops (or your 
wizard character) to other Towers. You 
will also be able to interact with various 
deities in the game, each with its own 


agenda and abilities. Magically burn down 


a forest and you may incur the wrath of 
the nature goddess, who may in turn ask 


you to perform a quest to regain her favor. 


(First Quarter) 


Sigma: The Adventures 
of Rex Chance 

Genre 

Developer 

Publisher 

Why Care? 


Previewed last month, the setting is 
1930’s science fiction, where you’re 


Ultimate Preview Guide 


attempting to stop a mad scientist from 
taking over the world. Combine up to 50 
different animals any way you choose to 
form mutant creatures. If you want to 
make a gorilla with eagle wings and 
giant lobster claws, go right ahead. The 
single-player game should span 15 or 
more missions on at least 14 distinct 
islands, but a random map generator and 
multiplayer modes should extend the 
product’s life beyond that. Of course, bal- 
ancing thousands of different unit combi- 
nations takes time, so don’t expect to see 
it right around the corner. (Spring) 


Call of Cthulhu: 

Dark Corners of the Earth 
Genre 

Developer 

Publisher 

Why Care? 


This is less a shooter than an adventure 
game—there are guns, sure, but they 
won't do much good against a lot of 


the... things... that you’ll meet. Set in the 
1920s, the game begins in the prodigal 
fishing village of the damned, 
Innsmouth, as private eye Jack Walters 
uncovers a dark secret. Instead of run- 
ning for the hills like a rational person, 
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he keeps digging, and thus the story 
unfolds. The game borrows liberally from 
the Call of Cthulhu role-playing game, 
and even incorporates some of the sanity 
rules. As you encounter various mythos 
horrors, your character will start to 
develop quirks such as vertigo and hallu- 
cinations. By the end of the game you 
won't be certain what’s real and what’s 
not... but a little paranoia never hurt 
anyone. (First Quarter) 


Freelancer 
Genre 

Developer 
Publisher 

Why Care? 


Freelancer is one of those games that 
seems to pop up again every spring, just to 


remind you that yes, it is still in develop- 
ment and yes, it still looks quite amazing, 
thank you very much. With any luck, 
when it pops up next spring it will actually 
be on store shelves. Freelancer was Chris 
Robert’s baby, but now he’s left Digital 
Anvil. Fortunately, the game looks none 
the worse for it. The graphics are still out- 
standing, the mouse-based piloting scheme 
still easy to use and more exciting than it 
sounds, and the completely dynamic, liv- 
ing universe hasn’t been compromised. 
The game is just so big and ambitious that 
it’s taking a very long time to finish. This 
might just be the granddaddy of all space 
sims, if it doesn’t turn into one of those 
games that’s delayed so long that all the 
competition passes it by. (Who Knows) 


Arx Fatalis 
Genre 
Developer 


Publisher 
Why Care? 


An evil cult (is there any other kind?) is 
planning to summon an evil god into the 
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mortal world, and it’s up to you to stop 
them. Arkane Studios hopes to provide an 
experience reminiscent of Ultima 
Underworld, a first-person dungeon crawl 
in real-time. The magic system involves a 
mix of elements from Underworld and the 
more recent Black & White—you invoke 
runes by tracing them in the air with your 
cursor, and by combining different runes 
you can create new spell effects. The 3D 
environments look suitably spooky, and 
that game will ship with a deathmatch 
mode. (First Quarter) 


Sovereign 
Genre 

Developer 
Publisher 

Why Care? 


“Prepare to be hopelessly addicted.” “We 
dread the hit to productivity this game 
will cause.” “Listed in PC Gamer’s Top 
Ten Games of 2000 (!?)” These and many 
other quotes have been showering praise 
upon this massively-multiplayer online 
strategy game for some time now, but 


there’s no concrete release date yet. It 
allows from 4 to 500 players at a time to 
ally or compete against one another in a 
very Diplomacy-like gameworld. You'll 
construct cities, airbases, seaports, mas- 
sive armies, air attacks, nuclear weapons, 
and chemical weapons, and you’ll bear 
the consequences that come with each 
decision you make. New technologies 
increase the resources that your cities can 
hold, and satellite technology allows you 
to spy on other empires. (Some Day) 


Ultimate Preview Guide 


The Sequel to 
Asheron’s Call 
Genre 

Developer 

Publisher 

Why Care? 


Jason Booth, the Creative Conductor for 
Turbine, describes changes to this game 
as, “practical gameplay” enhancements. 
The levels are designed to usher players 


down the right paths. Even the combat 
situations give gamers sensible choices to 
make. “If you see a creature and it looks 
scary, it will be hard to take down,” he 
remarks. “This game is all about using 
common sense.” The graphics are signifi- 
cantly enhanced. Turbine had every 
movement motion captured to make the 
things look more realistic. Turbine is 
keeping the storyline and the final title of 
the game hush-hush thus far. (Whenever) 


Zero-G Marines 

Genre 

Developer 

Publisher 

Why Care? 

Zero-G Marines has all the trappings of a 
good space sim... without the ships. You 
are a Zero-G Marine, a space suit-wearing 
jetpack-toting bundle of death sent to foil 
the plans of a madman named Nihilo and 
his genetically altered minions. Add 
squad-based action to the mix (you give 
orders through a simple tactical inter- 
face), a recognizable setting (our own 
solar system), and zero-g firefights in 
space, and you have a genuine con- 
tender. (Some Day) 


Republic: The Revolution 
Genre 

Developer 

Publisher 

Why Care? 


“Republic is the game were your actions 
effect what kind of faction you lead,” 
states Demis Hassabis, the child prodigy 
behind Theme Park. “It’s based in the 
Ukraine, there is even a Yeltsin persona as 
the president you have to overthrow.” As 
you play the game and establish the ideol- 
ogy of your faction, you must then per- 
suade the masses to support you. You 
then challenge other cities to gain control 
of the country, using religion, business, 
military, criminal, or political means. The 
game houses a population of a million 
people, and each has a different name, 
occupation, class, and religion. That’s a 
lot of people. (Spring) 
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We Also Have... 


DOON 3—Ask people to name their 
favorite PC games ever, and DOOM almost 
inevitably comes up. At this point there 
isn’t much to say about DOOM 3 aside 
from the obvious fact that production is 
underway (even the name is a working 
title). Expect some really impressive tech- 
nology and hopefully some gameplay to 
match. Just don’t expect it any time soon. 
(Activision/Release Date Not Announced) 


Might and Magic IX—It’s been a long 
time in coming, but New World 
Computing is finally updating their flag- 
ship series’ technology. The new game 
engine is based on Lithtech, and if noth- 


can play Starsky or Hutch (who wear cool 
polygonal 70s clothing), there are 25 
episodes in total, and your performance 
will be judged by the television ratings 
(which sorta pulls you completely out of 
the game world, but whatever). 
(Empire/Spring) 


Farscape—the crew of Moya is stranded 
on a remote planet, caught between war- 
ring native tribes and Peacekeepers. 
There’s a heavy focus on combat and 
character interaction, and you play the 
game from an isometric third-person per- 
spective. (Simon & Schuster/First Quarter) 


Harpoon 4—Once feared dead, and now 
tenuously clinging to life, the latest in the 
Harpoon line of modern naval wargames 
is supposedly next on Ultimation’s agenda 
after putting Silent Hunter IJ and Destroyer 
Command to bed. Assuming it lives, 


expect a detailed naval sim based on Larry 
Bond’s latest set of miniatures wargaming 
rules, with a dollop of modern 3D graph- 
ics and extensive editing functions. 
(UbiSoft/Some Day) 


Praeftoriams—Control a bunch of guards 
over the course of sixteen missions that 
take place in the ancient times of Egypt, 
Gaul, and Rome. From scaling walls to 


ing else should breathe some new visual 
life into one of role-playing’s longest run- 
ning series. Other improvements include 
branching conversation trees, scripted 
events (think No One Lives Forever), and 
“action-oriented” combat. You can still 
choose between either real-time or turn- 


based modes, however. (3DO/Winter) 


Starsky & Hutch 


Starsky & Hufch—tThe 70s are back with 


a vengeance. This story-based police dri- 
ving action game is set in “Bay City.” You 


Don’t Forget... 


THE RUMOR MILL was all abuzz that Deus Ex 2 and Thief 3 (both 
Eidos/Fall) would be first released for next-generation console 
systems. Although a console version is not completely out of the 
reckoning, they will appear on the PC if not first then at least 
simultaneously with their console brethren. For Thief 3, ION 
Storm Austin has hired a bunch of team members from the previ- 
ous game to produce this all-new game. In other sequel news, 
Hitman 2 (Eidos/No Release Date) is also in the works, as is No One 
Lives Forever 2 (Sierra/No Release Date). UbiSoft has secured the 
license to produce games based on the movie Crouching Tiger, 
Hidden Dragon (Spring). Not much is known, right now, about the 
status of Valve’s Team Fortress 2 (Sierra, No Release Date), though 
previews of many of its features can be found in Counter-Strike. 
The single-player Al is probably the toughest part of creating this 
squad-based 3D action game. Sierra has announced a Homeworld 2 
(No Release Date), but not given out any information beyond its 
website (www.homeworld2.com). X-/sle: Dinosaur Island 
(UbiSoft/Whenever) takes the hoary old “lost islands filled with 
dinosaurs” premise and blends it with truly state of the art 3D 
technology for a graphically intense game. Flesh & Blood 
(JoWood/Someday) is a non-linear mission-based strategy game 
gives you the opportunity to play as one of two armies: the 
Knights Templar, whose mission is to gather six sacred items of 


Praetorians 


Jesus Christ (not 
including his mini- 
van) by conquering 
several European 
nations, or the 
Egyptian warrior 
Baibars of the 
Sarazens. Your goal 
in this campaign is 
to fight Crusaders 
in the 
Mediterranean, and 
Mongols in Persia. Frontierland (JoWood/First Quarter) is, on the 
one hand, a simulation in which you build a railway system 
across America. On the other hand, it’s a strategy game with spe- 
cific mission objectives for each stage of the building process. On 
the third and fourth hands (if you’re Saraswathi) it’s an adven- 
ture game with a continuous story that effects your and your 
opponents’ behaviors, and it’s and action game with Bandit 
Battles. Ghostmaster (Empire/Spring) looks like The Sims but it’s a 
“ghost’”-type game that allows you to inhabit specters to solve 
mysteries. Monte Cristo has a couple of strange simulations, 
Neospace, which is dubbed “the first cyberspace simulation,” and 
Colleagues and Co,, which provides the answer to the unasked 
question, “Who wants a game set in the wild jungles of cubicle- 
land?” Finally, Cer Tycoon (Fishtank/First Quarter) allows you to 


X-Isle: Dinosaur Is 


forming battle lines, you’ll have to be 
careful with your military because it’s the 
only one you'll get. Like Pyro’s 
Commandos, if your soldiers die during a 
mission, you’ll have to start over. 
(Eidos/Spring) 


Nexagon: The Pif—aAs a prospective 
criminal you fight your way through four 
divisions on your way to the ultimate bat- 


tle, the Nexagon. Along the way you'll get 
to configure and destroy fully destructible 
environments and earn extra credit by 
supporting your network sponsors. 
(Strategy First/First Quarter) 


Sea Dogs !!—The sequel offers many 
expansions and improvements in game- 
play, graphics, and interface. You’ll cap- 
tain your own ship, and partake in naval 
battles in which you’ll fight grog-and-nail 
for gold and experience. A quest genera- 
tion system will prevent you from blindly 
plodding down all possible paths, and a 
multiplayer mode will support up to 16 
players via LAN or Internet. 
(Bethesda/Spring) 


Prisoner of War—Because the game 
industry alone is properly equipped to 
sensitively deal with the atrocities of POW 
camps, we have this third-person sneak- 


ing-around kind of game. You control one 
of four Allied Officers captured by 
Germans, and you must communicate 
with the prisoners, use stealth and plot 
the best escape route out of the prison. 
Once out, you’re “upgraded” to another 
prison. How that qualifies as an upgrade 
is something of a mystery. 
(Codemasters/Spring) 


Dragon’s Lair 3D—tThis revival of the 
arcade “classic” makes the formerly cel- 
animated Dirk and his world part of the 
3D revolution. Run, jump, roll, sneak, 
climb, crouch, crawl, swing, and somer- 
sault, through 16 areas. In your journey to 
free Daphne from Singe the Dragon, you'll 
have to battle through an evil wizard’s 
castle as well, so maybe the game should 
be called Wizard and Dragon Cohabitation 
3D instead. (UbiSoft/Some Day) 


itit 


ic a working t 
exon I Vee ar: 


design, produce, and distribute your own car models while trying 
to set the leading trends in various fields (sports cars, pickups, 
limousines, etc.). You’ll be able to look down on a virtual city in 
which your cars are manufactured, sold at dealerships, serviced 
at gas stations, and repaired at auto shops. For those that prefer 
to drive, Fl Racing Championship 2 (UbiSoft) and World Sports Car 
(Empire) are graphically spectacular simulations with lots of 
detail for the hardcore and arcade modes for the rest of the world. 
If you like buggy racing games, you might want Antz Racing 
(Empire), but there’s little word on whether it will feature social- 
ist racing or feature Woody Allen complaining about you driving 
too slow or fast. Groove Rummer (EON Digital/Spring) gives slot car 
racing fans and chance to relive the fourth grade as you zoom 
your way through different sets of slot car fun. In SeamBreakers 
(Fishtank/First Quarter), everyone drives flying cars that ride on 
beams, blah blah 
blah. There are over 
30 different vehicles 
to race, and five 
gangs to race for. 
Did we mention the 
flying cars? On the 
massively multi- 
player front, 
Funcom has 
announced Midgard, 


Evil Twin: Cyprien Chronicles—UbiSoft is 
promising a world in the vein of Tim 
Burton, Lewis Carroll, and Charles 
Dickens, with eight areas of 76 total lev- 
els, with hundreds of conversational 
cutscenes. Gameplay seems a mix of 
action and adventure, and the game will 
appear on consoles as well as the PC. 
(UbiSoft/Whenever) 


in which Norway’s finest take on Vikings. Expect bloody combat, 
beer, warfare, trade, politics, Valhalla (where you can bash other 
players with impunity), cool boats, angry gods, and very funny 
hats. Elemental Saga (Nexon/Someday) follows Nexon’s award 
winning Shattered Galaxy and its long running Spirit of the 
Winds and Dark Ages in the ambitious completion of a quartet of 
simultaneous massively multiplayer games. You play a spirit 
magician in the year 2099, after humanity has ruined the planet. 
Strifeshadow (Ethermoon/Someday) is an online-only WarCraft II- 
styled strategy game and is currently in beta. Shadowbane 
(Wolfpack/Someday) lost its publisher (Take 2), but it’s still in 
development. A Tale in the Desert (eGenesis/Some Day) is set in the 
shadow of the Sphinx and offers the radical idea that people real- 
ly don’t want to beat things up, replacing combat-oriented charac- 
ter advancement with activity- and task-based development. 
Neocron (Reakktor Media/Some Day) is in a race with Planetside 
to be the first massively multiplayer first-person shooter. Project 
Entropia (MindArk/Some Day) is a sci-fi game with a twist: it will 
be free to play, but to purchase items in the game you will be 
charged real money. Finally, Herizens (Artifact 
Entertainment/Some Day) promises to let the player be a wide 
variety of characters, from angels to vampires. There will be gov- 
ernments, trade routes, trade skills, a faction system, player-ver- 
sus player conflict... etc. 
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by Jason Cross 


Every few years, just as the current crop of consoles are getting stale and 
dated, a new generation storms the market. The current rush started with 
the release of the Sega Dreamcast, but that console has been discontin- 
ued and Sega now makes software for all plattorms. The Playstation2 
was the first of the survivors out of the starting gate when it was released 
last year, but with three more consoles on the way, the battle for your liv- 
ing room is only just beginning. At the E3 Expo this year, the new con- 


tenders made their first big public splashes in the Western market. 


Sure-fire hit 

The most successful video game system in the world doesn’t plug into 

your TV; the Game Boy has sold over 120 million units around the world. 

By the time you read this, Nintendo’s Game Boy Advance will already 
be on store shelves. If there’s a sure bet in video games, this is it. 


The hardware is great, practically a Super Nintendo in your hands 
with 20 hours of battery life on a pair of AAs. Not that 
new hardware is all that necessary, since the Game 
Boy line is virtually unchallenged in the handheld 
games market. At E3, games like Mario Kart 
Advance and F-Zero: Maximum Velocity look as 
good or slightly better than their Super 
Nintendo counterparts. Both Wario Land 4 
and Super Mario Advance should satisfy 
side-scrolling platform fans, and there’s 
even a little something for turn-based 
strategy gamers in Advance Wars. Third- 
party titles include classics like Castlevania 


and even a Sonic game from Sega. The reflec- 
Gameboy Advance 7 a ‘ 6 ms 5 
tive LCD screen on the Game Boy Advance 
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Somewhere in the game you'll find a Manual 
of Golems... very handy. 


Sonic the Hedgehog is on his way to the 
Game Boy Advance. 


allows the unit to last for a very long time on 
a set of batteries, but it’s hard to see without 
good lighting, so expect to buy a snap-on light 
accessory. Still, at a price of $99, Nintendo’s 
new handheld is a sure-fire hit. They’ll be sell- 
ing these things as fast as they can make them 
for a good long while. 


Nintendo's big hit of E3 was unquestionably 
Rogue Leader: Rogue Squadron Il. 


A pleasant surprise 

Nintendo’s got a renaissance coming with 
their Gamecube system, and it was one of the 
biggest hits of E3. When the show opened the 
first day, a stream of over a hundred scream- 
ing fanboys stormed through the Computer 
Games booth on the way to Nintendo’s, hoot- 
ing and hollering and knocking over every- 
thing in their path. The Gamecube will launch 
in the US on November Sth at a price of $199 
with about half a dozen games. Overall, the 
Gamecube launch games are polished and 
interesting, and sport surprisingly high-quality 
3D graphics. Essentially, they look roughly as 
good as the Playstation2 or Xbox games at this 
point. Star Ware Rogue Leader: Rogue 
Squadron II is one of the few games that does- 
n’t look intentionally aimed at kids, along 
with Wave Race: Blue Storm and Eternal 
Darkness. It’s still Nintendo, though, and 
cutesy games like Luigi’s Mansion, Pikmin, 
Super Smash Brothers, Donkey Kong Racing, 
and Star Fox Adventures abound. 

Nintendo has a lot going for it this time 
around, though. Now that they’ve ditched the 
cartridge format, more third-party developers 
are interested in supporting the platform. The 
Gamecube’s controller looks weird, but it’s 
incredibly comfortable and functional. EA’s 
got a good sports lineup planned, Sega will 
bring over Phantasy Star Online and eventual- 
ly nine other games, and even the hit Tony 
Hawk’s Pro Skater series will appear on 
Ninendo’s box. With a $100 advantage over 
Sony and Microsoft and a solid (if not large) 


Gamecube games like Wave Race: Blue 


Ultimate Preview Guide 


Metal Gear Solid 2 is a system-seller. 


library of games both family-friendly and more grown-up oriented, 
Nintendo could pull the rug out from under its rivals. 


Starting to shape up 
Though the Playstation2 first went on sale two months before E3 last year, 
it had a really pitiful-looking software lineup, with the exception of a 
killer video trailer for Metal Gear Solid 2. This year, the situation looks far 
better. The release of Gran Turismo 3 (which should be on shelves by 
now) marks the start of a stream of Playstation2 software that looks like 
the quality Sony’s always promised. Devil May Cry and Final Fantasy X 
drew big crowds, but there are plenty of other quality titles due out 
between now and the end of the year. Baldur’s Gate: Dark Alliance looks 
like a beautiful 3D Gauntlet with the depth of Dungeons & Dragons. Tony 
Hawk’s Pro Skater 3, though it’s coming for other systems as well, was a 
bit early but already looks very promising. The actual number of coming 
Playstation2 games is almost too large to mention. EA and Westwood have 
a slick pirate game in the works called Pirates of Skull Cove. UbiSoft’s 
Batman: Vengence looks like you’re actually playing the cartoon. One of 
the most unique titles was State of Emergency from Rockstar Games, 
where the entire point of the game is to loot, riot, and cause mass destruc- 
tion. It looks totally cool, but how this game ever got the green light in 
this climate is a mystery. Sure, it’s kind of a cute and lighthearted game, 
but it’s a cute and lighthearted game about violent rioting. 

Some have said the Xbox will be nothing more than a dumping ground 


Storm impress even jaded journalists. 


Gran Turismo 3 is a year late, but a stellar example of what PS2 games can be. 
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Ultimate Preview Guide 


NASCAR Heat on Xbox looks like a TV broadcast, controls well, and 
will support large-scale LAN play. 


for PC game ports, but the PS2 has more than its fair share. Unreal 
Tournament, Quake III, MDK2, and Heroes of Might and Magic have 
already moved over from PC to PS2. Deus Ex is now on its way to the sys- 
tem, as is Escape from Monkey Island, No One Lives Forever, Rune, Max 
Payne, Black & White, Tribes 2, Half-Life, Soldier of Fortune, Voyager: Elite 
Force, Undying, and Giants: Citizen Kabuto. Konami is even porting Age of 
Empires II, of all games. In fact, we count a greater number of more-or-less 
direct PC ports on the PS2 than any other platform right now, not counting 
simultaneous console and PC releases. That doesn’t diminish the fact that 
there are plenty of quality original titles coming as 
well, though. Sony has publicly stated that they have 
no plans to discount the system, but it is widely 
rumored that the price will be reduced by around 
$50 this fall. 


X marks the box 

When it came to mass media outlets like CNN, Xbox 
received more attention than anything else at E3 this 
year. It easy to see why; when Microsoft takes a 
hard left into “making a console gaming system” ter- 
ritory, it’s bound to generate news. Unfortunately for 
Microsoft, the reception from hardcore gamers was 
less than stellar. Quite of few of the displayed games 
had pretty graphics, but were very rough around the 
edges. Halo didn’t demo well at all, with severe 
framerate problems and demo levels that didn’t 
showcase diverse environments or enemies, cut- 
scenes, or the ability to freely explore the supposedly 
vast landscapes. Games like Cel Damage, NASCAR 
Heat, and Project Gotham all looked great and played 
well, but only had small pieces of the total games 
ready for display. 

All is not lost for Microsoft and Xbox, though. While PS2 and 
Gamecube games displayed were built by developers with the better part 
of a year working on final hardware, Xbox titles were displayed using beta 
development kits since developers didn’t get their hands on final hardware 
until May or June. There are several very promising titles coming within 
months of launch, (most of which were not displayed in playable form). 
Project Ego from the Lionhead Satellites company Big Blue Box is an 
insanely ambitious project that could take console role-playing games in a 
completely new direction. Your character, the entire world, and everyone 
in it develop entirely based upon your actions. Xbox has big online plans 
as well, and while they’re not ready to discuss them fully, it appears as 
though they’ve 
thought of everything. 
They want to bring 
broadband to those 
who can’t get it yet, 
consolidate all indi- 
vidual charges into a 
single bill, integrate 
chat and messaging 
into all games, and 
force all online games 
to support an inexpen- 
sive headset peripher- 
al that will plug into 
the controller and let 
you chat using voice. 
Quite a few develop- 
ers are on board with 
Microsoft’s online 
plans and are prepar- 
ing titles like Unreal 
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Championship, an original title similar to 
Unreal Tournament but with completely new 
levels, characters, some new game types, and 
even vehicles. The online service will follow 
shortly after Xbox launch (probably Spring of 
2002), but in the meantime you'll get your 
multiplayer play by hooking several Xbox sys- 
tems up in a LAN through the Ethernet port— 
Halo supports four machines with four-way 


Halo was a big draw at £3, but framerate problems and uninspired 
gameplay in the demo left many disappointed. 


split screen on each, Tony Hawk 2X will let 
four or eight systems link up, and NASCAR 
Heat should allow up to 16. Xbox is set to go 
on sale on Nov. 8, just days after the 
Gamecube, at a price of $299. 


Who’s going to win? 

Everyone’s wondering who will “win” the 
upcoming console war. Some think 
Playstation2 has a big head start and a strong 
library of hot sequels that can’t be beat. 
Others are impressed by Nintendo’s less 
expensive system and solid, but not innova- 
tive, games. The newcomer Xbox has power- 
ful hardware and a big marketing budget, 
plus several exclusives coming next year. 
Game Boy Advance is sure to thrive, with a 
great library of titles, a great price, and virtu- 
ally no competition. 

Who will end up on top is still anybody’s 
guess. E3 is just another trade show and a lot 
can change in six months. Expect software to 
improve, new announcements to be made, and 
possibly prices to shift between now and the 
shopping rush this holiday season. It’s likely 
that both Nintendo and Microsoft will easily 
sell as many systems as they can ship through 
the end of the year, but the real battle for con- 
sole supremacy will start in the fall of 2002, 
when consoles shift their focus from selling to 
five or ten million gamers to tens of millions 
of everyday people. 


We'd rather be gaming 


But we're getting up early to help you frag your buddies, conquer the world, 
and play god with pixelated representations of people who tick you off. 


Buy games online. 


Great selection. Great Prices. Great Service. 
You know, the usual. But better. Shop: microplay.com 


Rent games online. 


We're the first site to rent PC games online! 
Unique technology streams games directly to your PC. microplay.com/ogre 


Steal games via e-mail. 


Insanity Alerts are your license to steal. Fantastic games at 
ridiculously low prices. microplay.com/insanity 


s 
microapla 
ae 
Shop for games online! 
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Richard Garriott speaks 
about his years with Origin 


and what went wrong 


by Cindy Yans 


Richard Garriott has been around the computer game industry seemingly since the beginning of time, or 


at least since the Silicon Dark Ages of the 1970s. During the latter part of the decade, he created his 


first commercial game, Akalabeth (which he has described as having been “packaged in Baggies and 


sold out of the trunk of my car”). Eventually he and his brother Robert founded Origin Systems, and 


shortly thereafter introduced the first Ultima game, which enjoyed eight sequels and which spun off 


Ultima Online, the first graphically sophisticated (in its time) massively multiplayer online role-playing 


game and its satellite products. He also sold his company to Electronic Arts. 


The leading character of the Ultima games is one Lord 
British, named after a character that Garriott played in 
his pen and paper Dungeons & Dragons days. Garriott has 
adopted that moniker for himself and has been known to 
refer to himself in third person as ”Lord British.” He left 
Origin last March, with a trail of products behind him 
and a few in the making. Origin has since cancelled its 
most recent project Origin (a/k/a Ultima Online 2), and 
everyone wondered what would become of Origin with- 
out Garriott, or he without it. 

Although you’d never know it by talking with him, 
Garriott belongs to the truly “old school” of game 
design. His continued passion belies the duration of 
time that he’s been in the industry, and his boyish exu- 
berance, while just a bit less frenetic than a few years 
ago, still abounds. 


Why did you leave Origin? 

After years of doing Ultima Next, I was eager to do some- 
thing not called Ultima. I had been designing a new non- 
Ultima title for years and even assembled the team to 
build it, when the unexpected massive success of UO 
sucked up all the company resources. Eventually, it 
became clear that no non-Ultima Online product was 
going to be developed. As obviously interested as I am in 
Ultima, I needed to be doing something new. 


Was it your decision alone? 

No. The EA-placed General Manager, Jack Heistand, and 
I did not see eye to eye, about how to pursue Origin’s 
future. We agreed that a common future was unlikely. 


What changes took place at Origin 

to finalize your decision to leave 

the company? 

After it was clear that I could not build a non-Ultima 
game, I briefly pitched doing some mid-sized games for 
EA.com. EA only wanted Java-style mini games—another 
strategy I do not support. Finally, they suggested I return 


to Ultima Online 2. In my mind, the team had worked for 
years to prove themselves and take [the game] in a new 
non-Richard Garriott direction. If | had returned to UO2, it 
would have meant that I would likely want to remake it into 
a “Richard Garriott game,” which would have been a disser- 
vice to the team and the ship date. 


How do you feel about seeing the 
company you founded still in operation 
without you? 

Well, seeing Ultima Online do so well and the key staff on it 
flourishing is still a real kick. Alternatively, seeing how the 
rest of Origin has now been largely dismantled and shut 
down is disappointing. EA has thrown out a very valuable 
business unit—which I hope to demonstrate very soon. 


Are there any key decisions during 

your time at Origin that you would 

have changed? 

Yes. EA acquired Origin to be their PC saviors. As such, we 
grew the company very quickly, too quickly. We did not 
manage the growth well, and soon after began the down- 
ward spiral of EA yearly layoffs and budget reductions—a 
cycle we never escaped. 


‘If | had returned to UO2, it 
would have meant that | would 


likely want to remake it into a 


‘Richard Garriott game,’ which 
would have been a disservice to 


the team and the ship date.” 


If you did have to do it all over again, 
would you sell Origin to EA, or try to 
remain independent? 

Origin was too small as the tenth largest game company, to 
go it alone. It was feast and famine when platform shifts 
would happen. Origin did well by EA for a time, but in 
tough times, EA and Origin never figured out how to work 
well together. It seemed that Origin just became a place that 
EA would place a new GM for a year as training and then 
return them back to California. It was difficult to get traction 
with few GM’s lasting more than one year. 


Do you think that when Chris Roberts’ 
Wing Commander games were released, 
that an overly-inflated budget standard 
was introduced? 

No. They were already going up. Chris just led the pack. 


Do you have any regrets about you A lot has changed in the games industry 
years there? over the last couple years. Are you wor- 
Few. It was great to be a part of building a new industry ried about not knowing what the market 
from scratch. Origin played a pivotal role in the develop- expects these days? Do you feel at all as 
ment of PC games, RPG games and online games. Who though you’ve been “out of the loop?” 
could ask for more than that? I knew that if I stayed out too long that would be the case. 
Strangely, the “state of the art” thinking seems to have pro- 
Do you wish that you could regain the gressed little. However, it has been great for me to sit out 
helm at Origin once again? and rejuvenate, and think about the craft. I believe devoutly 
We fantasized about buying Origin back from EA. I feel we that my thinking has evolved in a healthy way. | feel more 
could have made it run much better. However as Joseph confident I can create the right next generation plan. 
Campbell says in Hero With A Thousand Faces: “A schism in 
the body social, will not be resolved by any scheme of a What are your thoughts about Ascension 
return to the good old days (archaism), or by programs and its fate? 
guaranteed to render an ideal projected future (futurism), or Ultima IX was a great game at its core, and could have been 
even by the most realistic, hardheaded work to weld togeth- a great success story for Origin and EA, had we been 
er again the deteriorating elements. Only birth can conquer allowed to complete it as originally planned. Unfortunately, 
death—the birth, not of the old thing again, but of some- EA had lost interest in the game years before, especially as 
thing new.” UO did so well. They saw it as a distraction. 
To that end, we will pick up the pieces and start again. I 
believe that we have the right idea, the right time, and the What are your thoughts about the cancel- 
right people to do it again. [See sidebar. ] lation of UO2? 


Interestingly, Starr [Long, Garriott’s right-hand man during 
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the money. Go figure. 


playing games? 


Stats-based advancement games, like Diablo and 


are stats based games, thus less interesting to me. 


suited to multiple platforms? 
Good question. I hope so. Good odds I will have to 


Destination World Dominance 


Richard Garriott harnesses “East meets West” synergy 


When Lord British announced that he would rise again in a brand new endeavor, it was 
a “kind of hush” moment. His new company, Destination Games 
(Origin...Destination...get it?), has two Garriotts at its helm, Richard and his brother 
Robert. Also along for the ride is Starr Long, Garriott’s longtime sidekick, and Korean 
developer NCSoft’s founder and president, Jake Song. 

Garriott became aware of Song’s massively multiplayer role-playing game Lineage: 
the Bloodpledge, which holds the largest subscriber base in the world with over two mil- 
lion active accounts. Lineage is Korea's most popular Internet game. A fantasy game of 
orcs and elves, it resembles Ultima Online and features battles for control over towns 
and castles, a magic system with over 50 spells, gambling events, dogs (yes, you can 
have pets), and a rather elaborate item creation system in which you use formulas to 
create items like bracers. Here's an example: “Kick/punch ent until it gives you 3 bark of 
ent. Hunt for 5 lumps of rough mithril in elven forest/cave. Trade 5 lumps of rough mithril 
for 100 lump of pure mithril from fairy. Kick/punch pan until it gives you pan’s mane or it 
speaks. You need 20 of them. Talk to Archne and trade 20 pan’s mane for 20 thread. Talk 
to Archne and trade 100 lumps of pure mithril and 20 threads into 20 mithril threads. Go 
to Nerupa and make it.” 

If you think there’s an English translation problem in the above recipe, so did Garriott 
and company. In fact, the game’s solid premise is rather lost to non-Asian folks who are 
unwilling to look beyond its Eastern presentation. Hence, Destination Games’ first 
endeavor will be to “Westernize” Lineage and to partner with Song to help evolve his 
already-successful business model in hope of releasing the game worldwide. 

Counting on the success of this venture, Destination Games is in the process of creat- 
ing its own second generation online game, currently called Tabula Rasa, or “blank 
slate.” The game is two or so years down the road, but if Garriott’s vision pans out, the 
dollar signs in his eyes will soon be in his company’s pockets. 
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much of the later development of Ultima, and took on the 
persona of Lord Blackthorne, the gameworld nemesis of 
Lord British.] and I pleaded with EA not to do a medieval 
swords and sorcery UO2 right after [the original] as it 
would be so hard to meet the expectations of a game that 
had nearly a decade of development as Ultima Online 
would have had by the time UO2 shipped. They insisted 
we do it. It seems they eventually agreed...after spending 
tens of millions of dollars. Then they flush the team and 


How do you feel about the console role- 


There are two kinds of “role playing games” in my mind. 


EverQuest, which are very popular, but less interesting to 
me, and games where you play a role first and the level- 
ing up is less a focus, like Thief and Ultima. Leveling 
games are easier to build and often more popular, yet I 
feel that when the craft of role-playing is mastered some 
day, they will be the most desirable. Most console games 


Do you feel that your style of design is 


rethink my design standards to really succeed though. 


What are your thoughts about massive- 


ly-multiplayer online games in general and 
potential saturation in that market? 

No question there is a huge amount of junk about to fail in 
the online space. Most are small under funded, under 
visionary, poor rip-offs of what has already come. As an 
investor, I believe this space is still the right place to build a 
new company, as long as you have the right plan. Which I 
hope and believe I do. 


Do you have any time to play 

games now? 

No I have played very little until a month or two ago. Then 
I began to play any online experience I could and was not 
very impressed. The online market has a long way to go. 


What are some of the biggest challenges 
game makers face today? 

How to blend story telling from solo player games where the 
player can “win,” with massively multiplayer social games 
where you can go with friends, but it’s harder for anyone to 
have an experience that feels unique or of greatness. 


Is the “dungeon crawl/find stuff/sell 
it/buy better stuff” paradigm still fresh 
enough for today’s market? 

I believe all game genres go in cycles. They start as simple 
shoot ‘em ups or dungeon crawls. Then they add features to 
improve on their predecessors. Repeat. Then when 
Technology has sufficiently advanced, there is an opportuni- 
ty to do a shooter/crawl again that seems fresh. 


What is the one piece of advice you would 
ive to today’s designers (especially the 

boudig in the online market)? 

Don’t launch anything that is short of clear market leader- 

ship. Hold out until you are superior, or all your effort will 


be a waste. This is an even more hit or miss market than 
packaged goods. We are about to see a lot of failures. 


How do you adapt fo all the hype about 
you as an industry legend? 
I was just in early. “Industry Elder” seems more accurate. 


Do you actually own something that was 
left on the moon? 

Yes. I purchased Lunakod 21 from the Russians. I am now 
the world’s only private owner of an object on a foreign 
celestial body. Though there are international treaties that 
say, no government shall lay claim to geography off planet 
earth, I am not a government. Summarily, I claim the moon 
in the name of Lord British. 


Is this the end of the Ultima universe and 
Lord British/Blackthorne? 


I own/am Lord British. A New Britannia shall rise! @ 
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So this is the big “Ultimate Preview Guide” issue, and you’re probably wonder- 
ing “where’s the fall hardware?” Unfortunately, hardware manufacturers don’t 
like to announce products as soon as they start working on them like software 
developers do. They play it close to the vest, and that means it’s often just a 
month or two before release that we get first details on the latest toys. 

We’re right on the verge of a whole mess of exciting new hardware, but 
doesn’t it seem like that’s always the case? Over the next few months, you can 
expect manufacturers to make a veritable flood of new product announce- 
ments. Nobody wants to be on the bleeding edge so much as gamers, so Start 
saving your pennies and prepare for the inevitable upgrade cycle. Let’s take an 
early look at some of the silicon you might stuff in your case later this year. 

Remember Matrox? The G400 was a hot card when it debuted, but was 
quickly surpassed by products from more gamer-focused companies like 
NVIDIA, 3dfx, and ATI. Matrox is about to release the new G550 card, which 


ie Over the next few months, you 


can expect hardware manufacturers to 


make a veritable flood of new 
product announcements. '" 


at around $130 is in direct competition with the GeForce2 MX and Radoen VE. 
It’s very similar to the G450 (and in fact, the G550 chip is pin-compatible with 
the G450). There are two important changes, though: each of the two pixel 
pipelines now has a second texture unit, and Matrox has added a very power- 
ful vertex shader engine. This still isn’t a hardcore gamer-oriented card, 
though. The fill rate and memory bandwidth won’t be very high, there’s still 
no texture compression, and it’s not fully DirectX 8 compliant—there are no 
pixel shaders. The vertex shader engine, which goes beyond the DirectX 8 
spec, is there to do facial animation for a new communications program called 
Headcaster. Matrox wants to make it clear that they haven’t forgotten gamers, 
though. It’s working on a high-end product that it’s convinced will be a 
benchmark-winner and have loads of new features that 
aren’t even in DirectX 8. More info on that product is com- —_ 
ing in a couple months. 

So Matrox has big high-end gamer-focused plans, and ATI 
and NVIDIA are set to ship new hardcore products by the end 


peering into the silicon ball 


What will you put in your beige box? 


NVIDIA has more than just a new video card up 
their sleeve, though. It’s no secret that they devel- 
oped a chip called the Media Control Processor (or 
MCP) for the Xbox, which handles all the I/O func- 
tions, networking, and includes an integrated audio 
processor more powerful than just about any PC 
sound card. The Xbox’s graphics chip also integrates 
logic for the CPU and MCP’s memory access. Sound 
like a PC motherboard? Well, now it is. The nForce 
motherboard core logic chipset is coming any day 
now, and it’s quite a piece of work. Details are still 
forthcoming, but if it all pans out, gamers buying 
Athlon systems are going to insist on a motherboard 
with the nForce chipset this fall. 

Speaking of CPUs, AMD just unveiled the Athlon 
4 for notebook computers, and is set to ship the 
desktop version around late August or September at 
speeds of 1.5 GHz or more. The Athlon 4 fits into 
virtually any recent socket-A motherboard and has a 
few new performance-enhancing improvements that 
should make it outperform the existing 
“Thunderbird” Athlons at equivalent clock speed. 
Intel’s not sleeping on the job, though. The new ver- 
sion of the Pentium 4 chip, code-named Northwood, 
should be released this fall. This is a smaller and 
cooler version of the Pentium 4 that will run at high- 
er clock speeds. 

Several minor advances in hard disk technology 
will mean bigger and faster drives from IBM, 
Seagate, and Maxtor, too. RAM prices continue to 
fall, LCD prices are dropping like a rock, and 
WindowsxXP’s October 25th release date could give 
the PC market a kick in the pants. This holiday sea- 
son is shaping up to be a smorgasbord of hot hard- 
ware for gamers. @ 


TIP OF THE MONTH 


Disable delete dialog— How s that for alliteration? If you dont want Windows 


of the year, but they’re not willing to talk about them just yet. 
And of course, they’ll be faster and promote image-quality 
improvements like better color accuracy and quality anti-alias- 
ing. The cards released in the fourth quarter of this year and 
first quarter of next should make GeForce3, already the dar- 
ling of the development community, look like child’s play. 
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to ask “are you sure?” every time you delete something from Explorer (so that 
it ends up in the Recycle Bin), there's a fix. Right-click your Recycle Bin and 
choose Properties. Uncheck the box labeled “Display delete confirmation dia 
log and it wont bug you anymore. Windows will still confirm if you want to 


permanently delete items, rather than moving them to the recycle bin, though. 


i have a 32MB Geforce 256 and | 
was wondering if I'll be able to 
play a game that says it requires a PCI 
graphics card. 
Jason O. 


A: You should have no problem playing a 
e game that says it requires a PCI card. 
The same should be true of any AGP video 
card—they all qualify as a “PCI graphics card” 
when talking about system requirements for 
games. Most games that list “PCI graphics 
card” as a requirement are older DOS or early 
2D Windows 95 games, though, and getting 
them to work on a modern system can be 
tricky sometimes. 


There’s been a lot of noise that by 
Christmas there will be a few games 
that can only be played with a GeForce 3. 
Your thoughts? 
Jonah F. 


A: No game developer in their right mind 
e would dare limit the market for their 
game to a particular make/model of video 
card. It’s possible that some games this 
Christmas might require DirectX 8 hardware, 
but that could be a GeForce3, some future 
product from ATI or ST Microelectronics or 
whatever. Even then, I have a hard time 
believing that a game released this Christmas 
just wouldn’t function at all without DirectX 
8 hardware — they’ll likely all require DirectX 
8 be installed (or even DirectX 9 by that 
time), but they’ll likely run just fine, albeit 
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Court rules against Rambus— A jury in the U.S. 
District Court for the Eastern District of Virginia ruled 
against Rambus in a patent infringement suit concern- 
ing memory manufacturer Infineon. The court found 
that Rambus committed fraud against Infineon by fail- 
ing to properly disclose patent information when 
required by an industry standards body. Infineon was 
awarded $3.5 million, though they had sought $105 
million. Rambus initially sued Infineon, claiming that 
the company owed it royalties on SDRAM and DDR 
RAM chips sold because Infineon’s chips were devel- 
oped with a process Rambus owns the patent for. 
Infineon claimed that Rambus didn't disclose its 
patents to the Joint Electronic Devices Engineering 
Council (JEDEC). This failure to disclose patent infor- 
mation amounted to fraud, Infineon said, and the court 
apparently agrees. The case could have repercussions 
throughout the memory industry, as several SDRAM 
and DDR RAM manufacturers are currently paying 
Rambus royalties based on similar patents. 

Windows XP countdown begins— Microsoft has 
set an official release date for Windows XP, their next 
home operating system and the biggest change in 
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with less impressive graphics, on video cards 
like a GeForce2 or Radeon. 


| was thinking about upgrading to 

Windows Me. If | do will I still be 
able to play Windows 98 and 95 games on 
Windows Me? 


Brenda G. 


A: Windows Me handles nearly all 

e Windows 98 and 95 games just fine. 
There are rare exceptions—mostly old games 
made soon after Windows 95 was released— 
but Windows 98 has those problems as well. If 
you've got Windows 98, though, there’s really 
no reason to switch to Windows Me anyway. 
The next major Windows release, Windows XP, 
is set for release on October 25 of this year. It’s 
a real major improvement for Windows, and 
you might want to wait for that. 


| have a Pentium Ill 450 with 256MB, 

ATI AlW 64mb video card, and 
Voodoo 2. Do you think | should get P4 1.6 
gig with the newest GeForce video or this 
will last me to the end of this year of 2001? 
The other question is that what's the big 
deal with p4 anyways and, yes | know it’s 
faster, but is there anything eise with it? 

Mike N. 


A: You're really the only one who can 

e answer your first question. Your current 
system may last through the end of this year, 
or maybe it won't. It all depends on what 
games you play and what kind of performance 


their home OS in five or six years. The new OS is set 
to go on sale Thursday, Oct. 25. Official pricing has 
not yet been revealed, but the Home version is 
expected to cost what new Windows versions typi- 
cally do: around $90 for the upgrade or $100-120 for 
the stand-alone version. Microsoft is promoting a 
“Windows Preview Program” whereby users can reg- 
ister to receive the release candidates for $9.95, 
though those will likely have already shipped by the 
time you read this. You can find out more at 
www.microsoft.com/windowsxp/. 

IBM breaks hard drive barrier— IBM has 
announced a method that could allow for far greater 
hard drive densities in the future. Because hard drive 
info is stored in magnetic regions on a platter, their 
charges can interfere with each other when they get 
too small and close together. In theory, that would 
start to happen when you pack 20 to 40 billion bits 
into a square inch, and today’s best hard drives are 
almost at that point already. IBM has found a way to 
sandwich an atoms-thick layer of ruthenium between 
magnetic layers on a hard drive platter, which could 
possibly let them pack data four times as dense. With 


< HARDWARE 


you expect from them. Your RAM and video 
card shouldn’t be a big problem this year (I’m 
speaking of the All-in-Wonder, not the 
Voodoo2, which is way outdated), but the 
processor speed is a little slow. If everything 
runs fast enough for you, though, there’s no 
need to go out and spend money. When you 
do, you should examine whether the latest 
Pentium 4 will run your favorite programs best 
or if an Athlon would be better, and make a 
major upgrade. 

As for your second question... the Pentium 
4 is a very different processor from a Pentium 
III. At a given clock speed, the Pentium III is 
actually faster. That means that a 1 GHz 
Pentium II would actually be faster than a 1 
GHz Pentium 4 in most games. Fortunately, 
the Pentium 4 is made to run at much higher 
clock speeds than a Pentium III, so it all bal- 
ances out. A 1.7 GHz Pentium 4 is a lot faster 
than the fastest Pentium HI, which could 
never quite get up to that speed. By the end 
of the year, Pentium 4 chips will run at 2 
GHz or more. 

The two biggest changes to the Pentium 4 
are SSE2 and a new bus structure. SSE2 is a set 
of new processor instructions, just like the 
Pentium III introduced new SSE instructions. 
SSE2 has to be specifically supported in games, 
and only a few do right now, but it can help 
them run faster. By the end of the year, many 
games will be optimized for SSE2. The new 
bus architecture lets the processor send and 
receive data from memory faster, which bene- 
fits nearly all applications to some degree. 


these “antiferromagnetically-coupled (AFC) media” dri- 
ves, IBM thinks that within two years they'll ship 
desktop drives with a capacity of 400 gigabytes, lap- 
top drives that hold 200 gigabytes, and even one-inch 
Microdrives that hold 6 gigabytes. 

AMD and Transmeta pact— Chipmakers AMD and 
Transmeta have signed licensing agreements to pro- 
mote certain industry standards for future processors. 
Specifically, Transmeta has licensed AMD's 
Hypertransport high-speed bus technology as well as 
the x86-64 technology for future 64-bit microproces- 
sors. Exactly how these technologies will show up in 
future processors from Transmeta is unclear, but it’s a 
sign of growing support for AMD's efforts. Fred 
Weber, vice president and chief technical officer for 
AMD's Computation Products Group, said, “AMD wel- 
comes Transmeta to the group of companies adopting 
HyperTransport technology and we look forward to 
them introducing products incorporating the technolo- 
gy. Transmeta’s endorsement of x86-64 technology 
demonstrates growing support as we move toward a 
new industry standard for 64-bit computing.” @ 
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3D Prophet 4500 —_ 


New blood in the 3D race 


MANUFACTURER Hercules [www.hercules.com] MSRP $149 


Those GeForce3 cards are nifty, but not everyone wants to 
spend over $300 on a video card. Maybe you have an aging 
Pentium III at around 600 MHz and that TNT2 card just doesn’t 
cut it anymore. You want a cheap stopgap upgrade to hold you 
over until you overhaul your entire system. Or, maybe you’re 
just not much of a hardcore gamer, and high resolutions or 
frame rates just aren’t that important. If you mostly play just 
strategy and role-playing games, odds are you don’t need a ton 
of 3D muscle anyway. The budget market is already served by 
the GeForce2 MX and Radeon VE, and you can get aging 
GeForce2 GTS cards for a steal. Now there’s a new kid on the 
block: the Kyro IU. 

The Kyro II is the successor the Kyro chip from ST 
Microelectronics and PowerVR that we previewed last summer. 
That version of the chip never saw wide release, so they’ve 
bumped up the speed and partnered with Hercules to make a big- 
ger splash this time around. The 3D Prophet 4500 is a stock Kyro 
II card, which is basically identical to the original Kyro. The only 
difference is a higher clock speed (175 MHz for chip and memo- 
ry) and an increase in RAM to 64 MB, though there are 32 MB 
versions available. 

The architecture of the Kyro is quite different from more tra- 
ditional graphics cards. All 3D scenes are ultimately made up of 


triangles, and 
many overlap or cover up each other. This is 

called overdraw, and it results in video cards drawing pixels 
that are later covered up by pixels closer to the camera. There 
are many ways to minimize this, but the Kyro architecture vir- 
tually eliminates it by first processing the scene and storing the 
info in a scene graph. It can determine exactly which pixels are 
covered up by others and discard them completely, before fetch- 
ing any texture data for them or drawing them. When drawing 
the screen, the Kyro breaks it up into small tiles and stores each 
one in an on-chip buffer while it performs multiple rendering 
passes. This is especially important since the Kyro and Kyro II 
chips can draw two pixels in a single clock cycle but only apply 
one texture to them. 

These memory bandwidth saving techniques work famously. 
A GeForce2 MX 400 can apply two textures to two pixels in 
each clock cycle, for a total fill rate of 400 dual-textured pixels 
per second. The 3D Prophet 4500 nearly always outperforms it, 
particularly at higher resolutions, though it has less fill rate 
(350 single-textured pixels per second), equal memory band- 
width (2.7 GB/sec), and doesn’t have hardware T&L. It even 
sometimes outperforms a regular GeForce2 GTS, which has 


e GeForce 2 GTS almost twice the memory bandwidth and a fill rate of 800 dual- 


4 3D Prophet 4500 textured pixels per second. | 
Driver stability is always a concern with new chip architec- 


tures, but the card seems to be very stable and reliable. It sup- 
ports dot product and EMBM bump mapping and this worked in 
every supporting product tried, once properly updated. The dri- 
vers show some signs of needing a little optimization, particularly 
in areas like DirectX 8 functions performed on the host CPU such 
as vertex shaders. Even so, it performs very well for the price. 

This would have been a slam-dunk for ST Micro and PowerVR 
if the prices on comparable NVIDIA cards didn’t drop like a rock 
just before release. Since they did, it’s merely a competitive alter- 
native in the budget market. If what this card does with limited 
fill rate and memory bandwidth is any indication of future prod- 
ucts from ST Micro/PowerVR, it’s hard not to anticipate a card for 
the high-end enthusiast market. @ 


BENCHMARKS 


[1024x768 without Anti Aliasing] ie GeForce 2 MX 


UPSIDE Inexpensive, promising new architecture, good stability 


DOWNSIDE Slightly unoptimized drivers, no hardware T&L 


RATING x*KK* 


Quake Ill Unreal 3D Mark 3D Mark Serious Aquanox 
Arena Tournament 2000 (100s) 2601 (100s) Sam 


All benchmarks performed on a 1.7 GHz Pentium 4 with 256 MB of RAM. Vsync was always disabled, 
32-bit color modes were always selected, and sound was disabled whenever possible. 
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Half Life: Blue Shift 
Good while it lasts, but it’s time to leave Black Mesa behind 


by Steve Bauman 


[above] The fights 
with soldiers are 
still awesome. This 
would not be a 
good situation to 
be in.... 


GENRE Short Pseudo Add-on Action PUBLISHER Sierra Studios [www.sierra.com] 
DEVELOPER Gearbox Software [www.gearboxsoftware.com] REQUIREMENTS 
Pentium 233, 32MB RAM MULTIPLAYER 2-32 players; Internet, LAN ESRB Mature 


Created as an extra episode for the shelved Dreamcast version of Half- 
Life, Blue Shift is another perspective on the “experiment gone awry caus- 
ing aliens to pour into our world and the government to send in soldiers 
to kill everyone” scenario that propelled the original onto the top of the 
charts and into the hearts of gamers and critics throughout the world. A 
standalone product, it comes with developer Gearbox Software’s other 
Half-Life production, the excellent Opposing Force, and a graphical 
upgrade for the character and weapons models, which makes the game 
look a little less than three-years old. Unioriunately, Blue Shift is an 
incredibly short game, with about six hours of actual gameplay. Most 
Half-Life fans will likely be able to polish it off in a couple of evenings, so 
it’s probably only a good purchase for those who haven’t played Opposing 
Force or for diehard fans of the series. 

While Opposing Force put you in the virtual eyeballs of a Special Forces 
operative sent to kill Gordon Freeman, that lovable scamp from the origi- 
nal, Blue Shift lets you literally control one of the game’s “Barney” char- 
acters, one Barney Calhoun. You do more than just run around levels 
shooting things. There’s an extended sequence where you need to collect 
an item to assist scientists in fixing up a machine that gets you out of the 
compound. There are a couple of incredibly clever “puzzles” along the 
way that show some real creativity on the part of the Gearbox team. It’s 
all very much in the style of the original game, though it does have a bet- 
ter, or at least a more “normal,” ending that offers more closure than the 
ambiguous original one. 

During the course of your escape, you also run across a number of sci- 
entists being rounded up by the Special Force operatives sent to clean up 
this mess, and the ensuing battles are by far the best parts of the game. 
It’s amazing to think that three years after its release, no game has 
improved on Half-Life’s superb AI. In fact, Blue Shift, as with the origi- 
nal, is arguably fairly average when you’re merely combating aliens, as 
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Extraordinary kK K KK * 
Excellent * * * K® 
Maybe *& *& *& 
Mediocre * *& 


Contemptible * 


they aren’t particularly compelling or interest- 
ing to fight against, being either stupid or per- 
fect representations of alien AI. This feeling is 
only exacerbated by an extended ill-advised 
sojourn to the much-maligned, low-gravity, 
jump-happy alien world Xen that, as it did in 
the original Half-Life, screws with the conti- 
nuity of the game world and is more annoy- 
ing than interesting. 

As with Opposing Force, there are a num- 
ber of hints about Freeman’s activities in 
other parts of the Black Mesa compound, 
from overheard conversations, and all of the 
environments are immediately familiar to peo- 
ple that have played the original game (and at 
this point, what fan of the genre hasn’t?). 
That familiarity is one of the game’s 
strengths, because few have created as com- 
pelling and unified real world styled environ- 
ment as Valve did with the original, but it’s 
also one of its weaknesses. As expertly crafted 
as Blue Shift is—Gearbox can probably out- 
Half-Life Valve at this point—everything feels 
a bit too familiar, from the opening tram ride 
to Xen to the overall look-and-feel of the envi- 
ronments. If Sierra and Valve aren’t careful, 
no one may want to revisit this game when 
the inevitable “real” sequel hits stores some- 
time in the year 2058, a year after the release 
of Half-Life Forever: A Portrait of the Alien as 
a Young Head Crab. 


Superbly executed, some clever | 
puzzles, Al is still better than 
anything out there. 


UPSIDE 


Too short, pricey, there's a 
sense of * ‘been there, done that.” 
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Is it an RPG, an action game, a sneaker, or a way to make your ears bleed? 


by Tom Chick 


ENRE Role-playing VELOPER Nival Interactive 
[www.nival.com] PUBLISHER Fishtank Interactive 
[www.fishtankgames.com] -EMEN 
Pentium II 300, 64MB RAM, 3D Reelin 


2-6 players; Internet, LAN 
Teen 13+ 


You wouldn’t normally open a review by 
mentioning the voice acting, but a normal 
role-playing game wouldn’t have voice acting 
as awful as what you’ll find in Evil Islands. 
The hero, Zak, speaks with a nasal whine in 
the approximate neighborhood of Eddie 
Deezen and Richard Simmons. “Oh, merciful 
heavens, I am at a loss for words...” he says 
when he meets his love interest. You should 
be so lucky. When you select him, you can 
hear his voice crack as he says “Yes?” You’d 
think the actor would have asked to do 
another take. 

“My voice cracked that time, fellas. Can we 
do another take?” 

“No, that’s fine,” they might have told him, 
“Let’s move on.” Maybe they were paying the 
recording studio by the hour. The script they 
were working with certainly must have been 
tough to read with a straight face. Whereas 
Activision’s Vampire game was packed with 
silly dialogue delivered in earnest, Nival 
Interactive’s Evil Islands is just packed with 
silly dialogue, period. 

It also doesn’t help that Evil Islands can’t 
make up its mind whether it’s a hack-and- 
slasher or a sneaker. Because enemy strength 
seems calculated to always be one step ahead 
of you, combat can be prohibitively difficult, 
even on the novice setting. Difficulty aside, it 
works well as a real-time pausable tactical 
combat game. It often subverts itself by forc- 
ing you to use stealth, however—a grueling 
chore of saving and reloading until you man- 
age to slip around the activation radius for 
some big bad beastie that you’re not yet pow- 
erful enough to beat. 


He's a magic man. 
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An over-the-dragon’s-shoulder view. 


The story is structured as a series of quests loosely hung around a main storyline, which is 
completely ignored 90% of the time while you do errands for other people. Get this foozle. 
Unite these clans. Find that princess. Blah blah blah. The interaction with the 3D maps is limit- 
ed to occasional levers and key hunts, and conversations take place exclusively in non-combat 
town areas. As a game played with a party of characters, Evil Islands just doesn’t work, which 
is too bad considering how well Nival’s Rage of Mages games blended a party-based role-play- 
ing with real time strategy. Groups in this game will have a hard time getting past the mandato- 
ry stealth bottlenecks. Also, any experience you earn in a group is split among the members of 
your party. This is fair enough until you discover that between each of the game’s three acts, 
everyone but the main character is dismissed. Bye-bye, hard earned experience points. 

The cleverest thing about the game is its in-depth spell and item construction. You can add 
spell runes to items to give them magical abilities. Spells themselves are combined with key- 
stones to modify their basic traits. A Fireball is just a Fireball, but throw in an Extra Range key- 
stone to fling it further or an Extra Effect keystone to fling it harder. Or better yet, stick it in 
your favorite sword to add a flame attack when you hit someone. Unfortunately, the magic sys- 
tem falls prey to the frustrating difficulty progression, since spells are less effective as you face 
increasingly powerful monsters. Spells draw from stamina, which drains far too quickly to 
make magic users viable in combat. Enemies, on the other hand, have a limitless pool of stami- 
na. Stamina is used when you run, so it’s impossible to escape from a fight since you’re run- 
ning from something with a bottomless stamina supply. In fact, without boosting your stats 
somewhat, you’re liable to find yourself in the embarrassing situation of being unable to run 


down an archer who keeps steeping back to shoot at you. 


Evil Islands does use a good-looking graphics engine to occasionally good effect. The third 
island’s desert cities are particularly impressive. In addition to the usual orcs, dragons, and 
undead, Nival has thrown in a few strange twists such as woodfolk who look like X-Com aliens 
and an Aztec priest from out of nowhere. But these funky touches are small consolation when 
you're stuck trying to sneak past a troll for the tenth time. In the end, the thing you remember 
most isn’t the graphics engine, the nifty spell and item construction, or even the awful voice 
acting; it’s the frustration of slogging through a poorly balanced game that substitutes saving 


and reloading for gameplay. 


Looks good 


Plays bad, sounds worse 
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Either this thing’s busted, or it just can't identify your 
cooking, Neelix. 


Star Trek Voyager: Elite 
Force Expansion Pack 
Couldn’t they have come up with 
a more creative name? 


"RATING 


GENRE Shooter Add-on PUBLISHER Activision 
[www.activision.com] DEVELOPER Raven 
Software [www.ravensoft.com] REQUIREMENTS 
233 MHz Pentium, 64MB RAM, 3D Accelerator 
MULTIPLAYER 2-32 Players; Internet, LAN, modem 
ESRB Teen 


Though Raven’s Star Trek shooter was 
quite good overall, the somewhat short sin- 
gle-player game disappointed some, especially 
since many later levels consist of a tiresome 
“shoot everything in room, open door, ride 
elevator, repeat” pattern. An expansion pack 
would be just what the Emergency Medical 
Hologram ordered, but this one doesn’t do all 
it could. 

The most interesting part of the expansion 
pack is the Virtual Voyager mode, a single- 
player experience in which you freely roam 
the decks of the starship. There are generic 
mission objectives you can complete in 
almost any order and plenty of things to 
interact with or scan with your new tricorder. 


No bust, waist, or hip measurements? What kinda crap- 
py tricorder is this? 
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It’s novel for a couple hours, but it’s not very 
exciting since there’s no real conflict. There 
are four new holodeck missions to play, but 
two are utterly boring (a tranquil garden 
gone awry and a shooting gallery) and the 
other two are a bit on the short side. The 
black and white Captain Proton mission is 
easily the highlight of the entire Virtual 
Voyager mode. 

The multiplayer in Elite Force worked 
great, but the Star Trek settings were really 
the only reason to play deathmatch and cap- 
ture the flag in that game instead of in any of 
the other shooters out there. The expansion 
pack remedies that, sort of. There are over 
twenty new multiplayer maps, and though 
they’re all deathmatch, team deathmatch, or 
capture the flag maps again, new game modi- 
fiers add a twist to them. Assimilation mode 
is the most interesting, where the Borg team 
tries to assimilate everyone and the 
Federation tries to kill the Borg Queen. 
Specialties mode gives different player classes 
access to different equipment, which works 
well in CTF games. Though these new game 
options, along with the Elimination and 
Disintegration modes, add a lot more to the 
multiplayer game, it’s still nothing that you 
haven’t seen before in countless Quake, 
Unreal, and Half-Life mods. And sure, the 
expansion pack adds new player models and 
replaces all of Seven of Nine’s speech with 
recordings from Jeri Ryan, but the freely 
downloadable 1.20 patch gives you that, too. 

If you’re really into Elite Force multiplayer 
or you're a big enough Star Trek fan to get a 
thrill out of touring Voyager, this is a worth- 
while purchase. If you found the original 
game lacking, this add-on isn’t going to 
change your mind.—Jason Cross 


SimCoaster 
Oh look, another “Coaster” 
game... imagine that 
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GENRE Strategy DEVELOPER Bullfrog 
PUBLISHER Electronic Arts [www.eagames.com] 
REQUIREMENTS Pentium 233, 32MB 
MULTIPLAYER NA ESRB Everyone 


RATING a 


In an obvious attempt to cash in on the 
RollerCoaster Tycoon phenomenon, Electronic 
Arts decided to take what could only have 
reasonably been called Sim Theme Park 2 and 
named it SimCoaster. Make no mistake—this 
is merely a sequel to last year’s theme park 
management sim. There are quite a few nice 
new additions, but a few new annoyances 
balance them out. 

This time around, there’s more structure to 
your progress through the game. You begin 
your career as a fledgling manager and ulti- 
mately have to take over 51 percent of the 
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The 3D graphics are comparable to Sim Theme 
Park — bright, cartoony, and colorful. 


Riding your rides never seems to get old. 


company stock to become the theme park com- 
pany’s new owner. You'll do this by complet- 
ing a series of linear objectives, most of which 
open new areas of your park. Over time, you'll 
hop back and forth between the three different 
parks—“Land of Invention,” “Polar Zone,” and 
“Arabian Nights”—completing objectives and 
earning as much money as possible. You'll 
also be presented with plenty of optional chal- 
lenges, which involve tasks such as earning a 
set amount of money in a month or keeping 
staff morale high for 60 days. 

The addition of objectives and challenges is 
the game’s greatest strength and weakness. 
Both add much-needed structure to the game, 
but they provide more excuses for the game 
to tap you on the shoulder with an annoying 
“reminder” every few seconds. If you thought 
the advisor in Sim Theme Park was obnox- 
ious, you'll want to turn off the new female 
advisor in the options menu right away... 
though that won’t stop new messages from 
popping up in the Message Center. There 
should be a way to tell the game that you 
know where the Message Center is, thank you 
very much, and you don’t need to be visually 
and audibly notified every single time the 
game wants to warn you that your giant 
bouncy inflated snowman ride is about to 
break down. 

SimCoaster is bound to draw comparisons 
with RollerCoaster Tycoon, and in fact 
Electronic Arts has invited such comparisons 
with their name change. Despite being able to 
ride your rides, walk around your park in full 
3D, or build fault-free coasters, SimCoaster 
simply doesn’t measure up to Chris Sawyer’s 
masterpiece in terms of overall depth. 
—Jason Cross 
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Merchant Prince Il 
TalonSoft and Holistic half-heart- 
edly polish a classic 


CIM « + » 


GENRE Strategy DEVELOPER Holistic Design, Inc. 
DEVELOPER [www.holistic-design.com] 
PUBLISHER Talonsoft [www.talonsoft.com] 
REQUIREMENTS Pentium 166, 32MB RAM 
MULTIPLAYER 2-4 players; Internet, LAN, modem, 
direct serial ESRB Everybody 


Talonsoft and Holistic missed a bet by not 
providing a better update to the 1995 classic 
Merchant Prince. They were right to leave the 
basics alone, but they could have met today’s 
production standards and still retained the 
original game’s feel. Sure, the buy low and 
sell high trade system is fun, and the political 
machinations back home in Venice that it 
finances are dastardly clever, but fans 
might—or should—expect something more 
than a six year old DOS to Windows port 
with a few extras. 

The only notable graphics upgrades are the 
Venice screen, the confusing icons on the 
movement screen, and the new scenario maps. 
Aside from that, the game looks, well, six 
years old. For a game that retails on the high 
end of the budget spectrum ($30), Holistic 
could have put a bit more effort into updating 
the visuals. A few clanks, trumpet blasts and 
battles cries wouldn’t have hurt either. 


A pretty city scene is your entry point to 
the Senate, Saint Mark’s and other domestic 
institutions. 
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In what passes for combat, “blossoms” indicate 
casualties. 


Holistic did add two major features to soli- 
taire play: scenarios and the tech tree. 
Scenario maps include the Hanseatic League, 
Marco Polo’s travels, a detailed depiction of 
the Mediterranean, the Far East, and Atlantis. 
The locales yield some changes but play pretty 
much the same. When skullduggery beckons, 
you go back to the Venetian screen, gondolas 
and all. The tech tree serves up 31 different 
items in four categories. Tech research slows 
down play a bit too much, however—you 
can’t help but feel a bit disappointed when 
you discover that the best part of the new tech 
tree feature is that you can turn it off. 

Multiplayer is the most compelling new 
feature in the game. The manual explains 
how to configure LAN and TCP/IP play, and 
GameSpy Arcade is included on the disc. 
Unfortunately opponents are difficult (well, 
impossible) to find, and GameSpy does not 
yet list the game as of this writing. 
Multiplayer may be immensely entertaining, 
but without an opponent you’ll never know 
for sure. 

In the design notes, Holistic explains that 
the original Merchant Prince only needed to 
be converted to Windows. Maybe thirty bucks 
is but a small price to pay for a re-release 
with the thinnest coat of new shellac. Or 
maybe not.—Jim Cobb 


The War of 1812: The 
Conquest of Canada 
Tippecanoe and HPS Too 


LRATING | dead 


GENRE Wargame DEVELOPER HPS Simulations 
[www.hpssims.com] PUBLISHER HPS Simulations 
[www.hpssims.com] REQUIREMENTS Pentium, 
32MB RAM MULTIPLAYER Internet, LAN, Play-by- 
Email SRB Not Rated 


HPS recently released one of its most 
acclaimed games, Campaign 1776: The 
American Revolution. It was successful enough 
for a sequel—1812: The Conquest of Canada. 
Like its predecessor, the game covers its sub- 


Where are my six-sided dice? 


ject (the War of 1812, of course) in complete 
detail. The game is exhaustively researched 
and historically accurate and covers a subject 
that wargamers lust after—a conflict that other 
developers have virtually ignored. 

As soon as the game boots up, you are 
faced with a selection of several historical 
campaigns. You can adjust the artificial intel- 
ligence for both sides and select whether one 
side or the other will have an advantage, and 
set Fog of War. You can choose formations 
for the companies, and this has an effect on 
weapon effectiveness. Leadership is modeled, 
and if the armchair general doesn’t have offi- 
cers near their soldiers, units will become dis- 
rupted and no longer respond to orders. 
Disrupted companies will affect other compa- 
nies in their hex, making nearby leadership 
even more important. Companies are also 
graded by their quality. A crack “A” quality 
company will stand its ground while taking 
horrendous casualties, regardless of a com- 
mander’s presence, while lesser units will cut 
and run once their morale drops under fire. 
Fatigue rapidly becomes a factor in movement 
and combat; when your units close on the 
foe, melee combat can ensue, as your soldiers 
take on the enemy mano-a-mano. 

Features new to 1812 include a single- 
phase turn, ships added for riverine battles, 
and a new weapon—rockets—for that 
“Rocket’s Red Glare” moment. The unit icons 
evoke the hand-painted miniature soldiers of 
yesteryear. There’s even an option to toggle 
bases on or off. Line of sight tools include a 
visible array of hexes that casts shadows 
when clicking on a unit, to show you what 
that unit sees. Map obstacles hinder or 
enhance movement as you might expect in 
such a game. The sounds are wonderfully 
reminiscent of SSI’s Age of Rifles, and the 
soundtrack includes a series of period tunes 
by composer/musician Thomas Hook, whose 
love for historical music is evident in his in- 
game work. 

1812 is a worthy successor to 1776; it 
returns to its roots and delivers anew a 
wargaming experience set in an era that does- 
n’t get nearly as much attention as it 
deserves.—Victoria J. Avalon 


2D mode for the framerate challenged. 
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Avernum 2 
Treading through the old school 
role-playing abyss 
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GENRE Shareware RPG PUBLISHER Spiderweb 
Software, Inc. [www.spidweb.com] DEVELOPER 
Spiderweb Software, Inc. [www.spidweb.com] 
REQUIREMENTS Pentium 120, 12MB RAM 
MULTIPLAYER None €S28 Not Rated 


Amidst the flurry of big budget games adver- 
tising tantalizing graphics and unprecedented 
gameplay, the voices of the little guys—such 
as Spiderweb Software—are often drowned 
out in the clamor. You won’t find any flashy 
advertisements or big public promotions for 
Spiderweb’s Avernum 2—you won’t even see 
it on the shelves of your local software store 
(you can only purchase it directly from the 
Spiderweb Software web site: 
www.spidweb.com). Spiderweb’s RPGs are 
one of the few remnants of the shareware 
legacy, where technical glitz takes a back seat 
to gameplay and fun. 

No longer content to leave the prison world 
of Avernum alone, the Empire is intent on 
cleansing the colossal cavern with the blood 
of its inhabitants. You control a band of four 
adventurers fighting to defend Avernum. 


If you know anything about Avernum (or 
Nethergate before it), then you know almost 
everything there is to know about Avernum 2. 
One of the drawbacks is that this game offers 
pretty much more of the same, and some- 
times it feels repetitive. If that doesn’t bother 
you, the game also offers a lot of entertain- 
ment value—you are constantly managing 
numerous quests and you always have some- 
thing to do. For hours on end, another dun- 
geon lies just ahead, another evil priest needs 
to die or another artifact must be found. 
Repetition for some, replayability for others. 

One of the high points in Avernum 2 is the 
control that you have in creating and building 
characters. There are nineteen starting and 
nine hidden skills to which you can distribute 
points, and those skills affect other attributes 
in turn. Each character can have two traits 
that increase (i.e. Sickness Prone) or decrease 
(i.e. Elite Warrior) the experience you gain. 
You’re free to experiment with powerful char- 
acters that level slowly, or weaker ones that 
compensate by attaining high levels. 

There’s plenty of fun to be had here, even if 
there is not much that’s new. If you crave an 
old school role-playing game, Avernum 2 is an 
excellent value for $25. —David Ryan Hunt 


Out of the Park Baseball 3 
Step into the box and get ready 
for the new league leader in 
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A tense moment in the AL Divisional Series. 


tion of what takes place in the big leagues. 
You take over in both the front office and 
in the dugout, assuming responsibility for 
every aspect of team operations. This can be 
for a career or for a single season, set right 
now or at any moment in the past 100 years 
(with the download of a free encyclopedia). 
The game includes an Era Manager, which 
helps you properly re-enact seasons played 
during the past century by selecting between 
five editable periods: the Deadball Era 
(1900-1920), Baseball Rebirth (1921-1945), 
the Golden Years (1946-1960), Baseball Boom 
(1961-1979), and Modern Baseball 
(1980-present). In addition to handling all 
the standard financial duties, such as signing 
players, setting ticket prices, and so on, you 
now have to hire coaches and scouts for both 
the major and minor league levels. They have 
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never seem to be happy with what they’re 
playing, largely because the perfect simula- 
tion of the grand old game has yet to be 
designed. After being nursed on a sport that’s 
more of a statistic-based religion than any sort 
of pastime—national or not—it’s hard for 
them to accept anything that isn’t slavishly 
accurate, right down to the very last third of 
an inning. 

Still, it’s hard to imagine even the most 
fanatical baseball disciple finding much 
wrong with Out of the Park Baseball 3. The 
latest addition to the management simulation 
series does nearly everything right, with the 
overall design including elements to please 
both the hardcore crowd and the casual fan — _——?; 
who just wants to guide his favorite club to cssiealaainianiaiaainetanaas 


World Series glory. It’s a suitably deep depic- The newspaper update screen is perhaps the 
game's best new feature. 


You have complete control of the development and planet.com/ootp3. —Brett Todd 


creation of your entire party. 
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Major battles lie around every corner, and you often 
find yourself vastly outnumbered. 
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Very well, you vile harpies—do as you will. Just 
make sure Mina watches and takes notes. 


Dracula The Last Sanctuary 
It doesn’t entirely suck 


_ RATING 
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GENRE Adventure DEVELOPER Dreamcatcher 
Interactive PUBLISHER Dreamcatcher Interactive 
[www.dreamcatchergames.com] REQUIREMENTS 
Pentium 166, 32MB RAM MULTIPLAYER None 
ESRB Mature 


Dracula The Last Sanctuary is a fairly con- 
ventional and occasionally frustrating scav- 
enger hunt through a series of eye- and ear- 
catching set pieces loosely inspired by Bram 
Stoker’s 1897 novel Dracula. You play mil- 
quetoast real estate agent Jonathan Harker, 
here reborn as an Indiana Jones/Sherlock 
Holmes dynamo. Your adventure sends you 
trekking from the Count’s modest Carfax resi- 
dence to Dr. Seward’s insane asylum to 
Highgate cemetery and eventually to the sty- 
gian corridors and lava brimming caves of 
the forbidding (and surprisingly nearby) 
Castle. There you'll shift things around and 
look for stuff that you can use with other 
stuff in your quest to kill Dracula (again) and 
rescue from his clutches your beloved and 
understandably spacey Mina (again). 

You can mouse-look anywhere, which pro- 
vides a terrific view but also multiplies the 
possibility of overlooking one of the game’s 
many pinprick-sized hotspots. Lighting a can- 
dle isn’t much of an intuitive leap, but how 
are you supposed to know that you have to 
place your stethoscope over a tiny area to the 
bottom left—and left only—to pick up the 
clicking of the tumblers in a wall safe? Or 
that you must answer Dr. Seward’s phone 
exclusively from one side of his desk? Good 
luck spotting Mina’s wedding ring on your 
first sweep. 

Right clicking brings up your inventory 
screen, and unless your CD-ROM’s speed 
approaches the triple digits the experience 
really goes into a recurrent nosedive. The 
inventory and a close-up view of each item 


Don’t worry, Radu—there’s still plenty of ramen. 


load separately, painstakingly, and inexplica- 
bly off the CD. As the game stutters, your 
hand cursor will almost certainly overshoot 
its target icon. It feels like trying to glue 
together contrary magnet-poles. 

The game grows on you, however, mostly 
because of its kooky style. The architecture 
and character models are funny, eerie, distinc- 
tive, and highly detailed. The game’s best 
character by far is Dracula’s animatronic 
robot, which puts up a much harder fight from 
the confines of its solitary steel runner than 
does the Count himself—a great, rewarding 
sequence. The translated dialogue is less 
inspired (think Bram Stoker’s Chocula). For all 
the built-in little irritants, Dreamcatcher has 
made huge strides with this game. It even has 
a crossbow. —Kelly Wand 


The Mummy 
Konami? Lara Croft is laughing at 
you right now... 


RATING 


GENRE Action/Adventure 

DEVELOPER Rebellion [www.rebellion.co.uk] 
PUBLISHER Konami [www.konami.com] 
REQUIREMENTS Pentium 266, 32MB RAM, 3D 
Accelerator MULTIPLAYER None ESRB Teen 


The 1998 remake of The Mummy was a 
thrilling special effect laden ride that proved 
completely forgettable around 10 minutes 
after the end credits rolled. Now, three years 
later, Konami gives us an equally forgettable 
and much less enjoyable game to go with it. 
The Mummy is exactly the same as Tomb 
Raider—the first one, if you can remember 
back that far. It’s much less fun, however, 
because they removed everything that was 
interesting or ingenious about that game—the 
acrobatics, the inspiring vistas, and, the gen- 
uine surprises such as the lumbering T-Rex. 
So you’re left with annoying “gotcha” death- 
traps and puzzles that boil down to finding 
and using keys. The game was developed for 
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the PlayStation, and this is a completely un- 
enhanced and uninspired port. 

At least there are mummies to fight. Lots of 
‘em. As in the film, our intrepid hero invades 
an Egyptian tomb and before you can say 
‘Tut’ he’s reading from the Ancient Book of 
the Dead and inadvertently resurrecting mum- 
mies galore, as well as giant scarab beetles 
and locusts and the evil villain himself, 
Imhotep. Rick O’Connell, the hero, can climb 
walls and ride on logs floating in vast under- 
ground Egyptian rivers. Mostly, he just runs 
down corridors collecting trinkets and magi- 
cal golden icons, fights monsters, and solves 
insultingly easy puzzles that are the gaming 
equivalent of busy work. Finding the gold 
trinkets is the most important though, 
because gold buys you extra lives. Since 
health is a rarity on these levels, and death 
often comes swiftly and without warning, you 
need to have those extra lives handy. 

The game’s Tomb Raider-like controls are 
imprecise and collision detection is almost 
nonexistent. Getting your hero to flip a switch 
or make a jump is a puzzle unto itself; you’ve 
got to make him stand in exactly the right 
spot. Yet in combat with the sword he can 
kill creatures whether or not the blade actual- 
ly hits them. 

The one saving grace is the soundtrack, 
which uses the film’s dramatic score. It seems 
that this is pretty much the only thing the 
developer actually licensed from the film, 
because that sure isn’t Brendan Fraser voicing 
O’Connell. Stick some embalming fluid in this 
one—it’s done. —Andrew S. Bub 


Push switch with face. 
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COMING SOON BARGAINS 


_ $39.95 Arcanum i. $42.95 — X-Com: Interceptor $4.95 
$42.95 Return to Castle Wolfenstein $44.95 Destiny WIN 95 $4.95 


$42. 95 Pool of Radiance (2) $44.95 Riddle of Master Lu "$405 
Elder Scrolls:Morrowind $54.95 — Realms of Arkania Trilogy $5.95 
C&Conquer: Renegade ~ $42.95  CyberJudas $6.95 
EverQuest Trilogy _ $39.95 Rage of Mages Bundle $9.95 

Project Eden | $39.95 Die by the Sword w/ Expansion $9.95 
-ShadowBane > $39.95 Game Vault Volume 2 $9.95 
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$39.95) 
OVER 10,000 TITLES - EVERY GENRE - ALL PLATFORMS 


Strategy Action Role-Playing Adventure 

AOE |l:The Conquerors Exp $29.95 Half-Life Counter Strike CD $29.95 Wizardry 8 $44.95 | American McGee's Alice $42.95 
C&Conquer:Red Alert 2 $39.95 Unreal Tournament: GoY Ed. $29.95 Medieval Masters Collection $19.95 Grim Fandango $9.95 
Deep Space 9 Dominion Wars $46.95 Quake Ill Arena $33.95 Diablo Il $38.95 Journeyman Project Trilogy $18.95 
AOE II: Age of Kings $39.95 No One Lives Forever $29.95 Baldur's Gate || $39.95 Sanitarium $14.95 
Golf Resort Tycoon $16.95 Star Trek Elite Force Exp. Pk. $19.95 ShadowBane $39.95 Curse of Monkey Island $9.95 
Cossacks:European Wars $39.95 Resident Evil 3 $29.95 Dungeon Siege $47.95 Wheel of Time $12.95 
MechCommander 2 $47.95 Airfix Dogfighter $24.95 EverQuest:Ruins of Kunark $24.95 The Last Express $12.95 
Europa Universalis $39.95 X-Com Enforcer $29.95 Legends of Might & Magic $44.95 Myst Ill Exile Clictr's Edition $59.95 
Civilization 3 W95/98 $49.95 Hitman: Codename 47 $34.95 | The Summoner $39.95 Riddle of the Sphinx $19.95 
Political Tycoon $19.95 | X-COM Collector's Edition $28.95 DarkStone $9.95 Real Myst 3D $29.95 
Zeus:Master of Olympus $29.95 Delta Force:Land Warrior $39.95 Realms of Arkania Trilogy $5.95 Full Throttle W95/98 Jewel Cs $9.95 
Fallout Tactics:Brthrhd of Steel$39.95 Rune Mission Pack $19.95 Blade of Darkness $29.95 Escape from Monkey Island $39.95 
Hollywood Mogul v2.5 $28.95 Half-Life Generation Pack 2 $34.95 Icewind Dale $29.95 Zork Collection $12.95 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD 
$8. Price, release, availability, shipping times & offer not guaranteed & are subject to change at any time. = ob = a GA ivi eS @) = - = = 4 i 
Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After ba 
10 days the manufacturer's warranty applies. All sales final. S&H calculated on a per order, per ship- 
ment, and per item basis. The "per order" charge is charged once per order placed, the "per item" . 
charge is a one once for ot item ordered ae the et shment bene charged one for each Valid on Phone Orders Only! 

shipment we make to you. For each US order $10.00 will be allocated to a 12 issue subscription to Spend the specified amount on any in-stock software and choose one 
Computer Games Magazine. Call for details. free IBM game from the corresponding list. Request must be made at 


time of order. Offer good on in-stock software only, while supplies last. 
Standard Priority Express Express UPS UPS UPS MailCanada Mail World Limit 2 per customer. Valid through July 22, 2001. 


f1QDays 29 Days 2Day 1Day Ground Blue Red eitaye = oe Days SPEND $60 & Get: Total Annihilation, Take No Prisoners, or Tekwar. 


Per Item $50 $50 $1.00 $250 $50 $1.50 $250 $2.50 $6.50 ose sh 
Per Order $1.50 $2.00 $200 $2.00 $200 $200 $2.00 $2.00 $2.00 9 SPEND $100 & Get: Flying Corps Gold, Descent 3, or Colonization. 
Per Shipment $2.50 $0 45 $5.95 $14.50 $3.00 $6.00 $14.50 $3.50 $3.50 SPEND $200 & Get: Sanitarium, Sin, or Falcon Classic 3.0. 
1ItemTotal $4.50 $4.95 $8.95 $19.00 $5.50 $950 $19.00 $8.00 $12.00 
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The past six months have seen the release of more 
than a dozen solid games. Strategy buffs have been 
dedicating themselves to Tropico and Kohan: 
Immortal Sovereigns. Twitch gamers have been blasting Werebulls in Serious 
Sam. Sports enthusiasts have been visiting the mounds of High Heat Major 
League Baseball 2002. There’s so much worthwhile stuff out at the moment 
that it’s all any respectable reviewer can do to keep up with it all. 
So why am I spending all of my time playing 1999’s Unreal Tournament? 
Short answer: it’s one of the most thrilling virtual competitions ever to hit my 
hard drive, as much an in-your-face sport as it is a computer game. Long 
answer: a showoff friend of mine got me jazzed about the game all over again 
by demonstrating how fast it ran on his brand new GeForce 2 Go-equipped lap- 
top. 40 frames per second at 1024 by 768 in a motel room? All I needed to see. 


looking for julie and linc? 


The ModSquad enhances Unreal Tournament’s killing floor 


Over the following week I was lost in a haze of blood, gibs, and a burning 
desire to shoot or swear at everything that moved. Onscreen, for a change. 
That wasn’t exactly a revelation—it’s exactly what happened when I first 
brought the game home in late 1999. What did surprise me was the evolution 
of the Unreal Tournament online mod scene. It has expanded by leaps and 
bounds since I first put the game away in the spring of 2000. Even if you’re 
not much of a multiplayer gamer, there’s a lot here to take advantage of. 

If you are digging Unreal Tournament out of the closet for another go, start 
with a visit to the official website for the current 436 patch. Then move on to 
fan pages. A recommended first stop is Planet Unreal, which hosts hundreds 
of sites featuring thousands of maps, mods, textures, skins, models, voice 
packs, and technical design tips. It’s all pretty overwhelming for the newbie, 
so get your feet wet by just going to the Files section and grabbing the four 
official Bonus Packs from Epic. They’ll provide you with a lot of additional 
maps and skins, many of which are required for third-party mods. 

Now, before your eyes glaze over and you head back to the simple plea- 
sures of that mothballed Atari 2600, take refuge at ModSquad. The Rolls 
Royce of Unreal Tournament mod sites, it hosts hundreds of modifications, 
along with nearly 500 reviews. When you’re dealing with this much volume, 
you need a few recommendations. Without the review system, I likely would- 
n’t have bothered with low key gems such as Airfight UT (which lets you take 
your fragging to the skies), BoomBall 1.5 (a Capture the Flag variant involving 
a hidden nuke and a nifty compass), Bubble UT (a puzzle mod with similari- 
ties to Tetris and Columns), and Voodoo Arena (where all of the standard 
weapons are replaced with Voodoo dolls). 

ModSquad also boasts reviews of higher profile mods. Unreal4Ever 6.02 
richly deserves its 9.8 score, thanks to a host of Charles Manson-approved 
weapons such as the Death Frisbee (it beheads opponents), and bizarre char- 
acter classes such as the Grim Reaper (which can fly and shoot flaming ghost 
heads). Infiltration 2.85 is a must-have for fans of more authentic combat. All 
of the futuristic out-of-the-box weapons have been replaced with real-world 
counterparts such as the Robar .50 sniper rifle and the H&K MP5 10A3 subma- 
chine gun. Damage effects are more realistically modeled as well, so don’t fig- 
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ure on absorbing 20 or 30 rounds in a fight here and 
walking away. The FEBA: Spirit War line is ham- 
pered by a dumb name, but still contains some of the 
finest mod action out there. It’s a near-total conver- 
sion of Unreal Tournament, with RPG-like character 
classes, spells, and weird guns that have arcane 
effects like inflicting a disease on the victim. 

Of course, 
ModSquad is just a 
good launching 
point for your 
online Unreal 
Tournament adven- 
tures. Just remem- 
ber that looking for 
mods can become a 


game all by itself—keep that web browsing in per- 
spective, or you'll spend more time hunting down 
URLs than fragging your opponents. @ 


A headshot with Infiltration 2.85’s authentic H&K PSGI 
sniper rifle. 


AL.COM 
:COM/MODSOUAD 
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Getting More From... 


RollerCoaster Tycoon 

Befitting a game that’s sold approximately one 
gazillion copies in the two years since its release, 
RollerCoaster Tycoon has a significant presence on 
the web. Users have been busily adding on to Chris 
Sawyer’s addictive masterpiece with all sorts of 
mods. Perhaps the most interesting can be found at 
the RCT Disneyland Timeline website. Paul 
Bullinger has put together a number of scenarios 
and saved games representing every stage in the 
development of Walt Disney’s famous theme park, 
from 1955 to 2000. 

Arguably the best all-around RollerCoaster Tycoon 
page is RollerCoaster Tycoon UK. This encyclopedic 
site includes more than three dozen custom rides, 
trainers, and saved games representing both fantasy 
parks and real world locales such as Six Flags Great 
America and Universal Studios Islands of Adventure. 


DISNEYLAND TIMELINE 
www.rctdl.8m.com Montreal's ballpark of the future is playable today, thanks to a High Heat 
7 _ - stadium mod. 


ROLLERCOASTER TYCOON UK 

www.strategyplanet.com/RCTUK 7 High Heat 2002 

As we leave the All-Star Break and head into the dog days of summer, base- 
ball gets serious. High Heat Major League Baseball 2002 fans can make sure 
that this added intensity is translated to their virtual ballparks by making the 
High Heat Stadium a regular browsing destination. The site represents the web 
equivalent of one-stop shopping, featuring everything that a diamond diehard 


ee ee) could wish for. This includes custom rosters, uniforms, stadiums, player pho- 


r 


7 is Swe p iy tos, and more. Who wouldn’t want to move the Expos out of cavernous 

A Olympic Stadium and into Iron’s fantasy version of Molson Park? Or play 
around with JWick’s rosters from the 1930 season? Anyone who owns High 
Heat 2002 simply must spend some time at this site. 


HIGH HEAT STADIUM 
www.sportplanet.com/highheat 


MultiEx Commander 

Modders looking for an easy way to extract files from popular games may be 
interested in MultiEx Commander. This shareware utility from Xentax.com 
makes it easy to pull specific files from proprietary game datafile formats, 
eliminating the bother of extracting pics and sound clips from your favorite 
title of the moment. More than 117 games are supported as of this writing, 
including hoary old chestnuts like Descent and newbies like Black & White. 


f: MultiEx Commander 
File igh Into ‘ba | ; ae MULTIEX COMMANDER HOME 
fT * Thy yl a www.xentax.com 
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MultiEx Commander. 
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An Insider’s Travel Guide 


Six things the Tropico manual doesn’t tell you 


by Nick McElveen 


While simply holding on to power in Tropico is 
fairly easy, building an economic powerhouse in the 
Caribbean, stuffing your Swiss bank account, and 
earning a place in history are much more challeng- 
ing, requiring a subtle understanding of the inner 
workings of the game. Some of these inner work- 
ings you can glean from the manual and some you 
can figure out for yourself, but to clear up a few of 
the remaining questions we’ve consulted El Queso 
Grande (the Big Cheese), Tropico designer Phil 
Steinmeyer. Use the following tidbits to take your 
place alongside Castro, Papa Doc, and Trujillo— 
strange how all of the greats are dictators—or defy 
history and prove that you can provide for your peo- 
ple and serve as a beacon of democracy as well. 


#1: Deconstructing Construction 

It is not always clear how your construction person- 
nel decide what to do—sometimes they ignore dis- 
tant construction sites that are set to high priority in 
favor of nearby sites that are a lower priority, and it 
doesn’t seem to make any difference whether some- 


one from the office has seen a proposed site before 
they will move to begin construction. According to 


A group of contiguous coffee plantations. 
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Steinmeyer, the 
key to understand- 
ing your construc- 
tion personnel is 
that the priority 
system is not 
absolute, but 
rather is a func- 
tion of both dis- 
tance and the pri- 
ority you set. For buildings of the same priority, the workers will go to the 
closest building. Each level of “construction priority” counts as 25 cells of dis- 
tance—remember that you can see the cells if you turn on the grid using the 
“G” key. Construction workers will still go to a low priority building if it’s at 
least 25 cells closer than a medium priority building and 50 cells closer than a 
high priority building. The final construction state—“stopped”—is absolute, 
and a stopped construction building will be ignored no matter how close or far 
it is from a worker. 


An airport under construction on a relatively flat piece 
of land. 


#2: The Fast Road to Nowhere? 


Roads may seem to be one of your most enigmatic tools—sometimes people 
use them and sometimes they don’t, and it is hard to tell if people move faster 
on-road than off. Steinmeyer explains that people do use them and do move 
faster when they do, but both effects are subtle. Movement on a road is about 
10-30% faster, with a smaller improvement over naturally quick surfaces— 
such as grassy terrain which is mid-speed and packed dirt which is the 
fastest—and a larger improvement on the slowest surfaces—rocky coast, 
beach, and mine tiles. The bottom line is that your people will follow roads if 
they are reasonably convenient to their trip, and given the modest movement 
bonus that roads offer, you wouldn’t even want them going far out of their 
way to take them. Before you quit using roads entirely, remember that well- 
laid roads constructed early in the game can have a long-term cumulative 
effect, are a great way of framing future construction so your cities are not so 
chaotic; besides, they add aesthetic value. 


#3: Airport Pros and Cons 

Are airports are really worth the trouble? After all, they require so much clear- 
ing and leveling that they take forever to build, and if you get kicked out of 
office you still suffer the indignity of leaving the island on a rowboat. Further, 
the economic impact is not immediately obvious because you can get plenty of 
tourists if you build tourist-only docks. First of all, the 1.02 patch makes air- 
port building 35% faster. Because the airport still requires a great deal of 
labor, you will definitely want to put construction buildings next to the build 
site, as well as living quarters for your construction workers. Steinmeyer esti- 
mates that with two fully staffed construction buildings engaged in building 
an airport on a fairly flat piece of land you can build an airport in six years in 
version 1.00 of the game and 4 years in version 1.02. 

Regarding the question of the monetary impact, airports don’t normally 
increase the number of tourists (assuming you have at least one dock already 
dedicated to yachts-only tourism), but they do increase the quality of the 
tourists. Airports draw more upscale tourists than docks—they pay airport 
fees, which help defray the operational cost of the airport and they’ll allow 
you to charge more for your hotel rooms (especially at medium and luxury 
hotels), and to charge more for your attractions. Airports also allow you to use 
a number of nice edicts, especially the two Trade Delegation edicts. 

Are airports worth it? Sometimes. If you’re playing a fairly long game (50+ 
years) focusing on the tourist industry and have a nice flat location, then they 


An airplane taxis to a stop at a particularly unprofitable airport. 


are—especially if you’ve updated to the 1.02 patch. If you’ve only got a mod- 
est tourism industry, or your island has no flat area for an airport, then they 
probably aren’t. 


#4: Crop Conundrums 

One of the most frustrating things that can happen in the game is to develop a 
dependency on a single cash crop, only to notice later that the ground under 
all of your farms devoted to that crop is highlighted orange to indicate it is 
unsuitable for that crop. Is crop rotation necessary, or is the change purely cli- 
matic? Can you anticipate the changes using the Info Mode overlays for soil 
and rain? “Rotating crops has no impact,” explains Steinmeyer. “It’s climate 
related, based on rainfall. Watch the clouds a bit and you’ll see how the rain- 
fall causes these changes. The initial values for the crops are actually based on 
the game running an internal weather model for 80 years and averaging the 
results... but of course that’s a long-term average and things fluctuate in the 
short term. I usually just accept that there will be good and bad harvests, 
based on the rainfall, but I don’t typically adjust my crop patterns too much 
after ve built a farm.” 


#5: The Expectation Game 

Are rising expectations among islanders solely a function of time, or can 
expectations be inadvertently fueled by the types of structures that you 

build? For example, does the game integrate the concept of the pyramid of 
human needs, and once you have successfully met lower order needs, do 
expectations of higher order needs rise as a result? Are people more upset that 
their entertainment needs aren’t being met if they can see entertainment struc- 
tures that they can’t afford to use?” 

“With regard to expectations, rising expectations operate at two levels: pay 
and political restlessness,” Steinmeyer explains. “Over time, the average 
Caribbean wage rises (i.e. what people on other islands get), causing your 
people to want more for the same level of job happiness (you can see the 
average Caribbean wage on the almanac, income disparity page). Also over 
time, people become politically restless and their likelihood to take an action 
against you increases, even if their overall happiness is the same. This affects 
the following: likelihood to stage a protest/uprising/coup d’etat, likelihood to 
vote against you, and the likelihood of becoming a rebel. The rate of increase 
is steeper if you’re playing on the harder political difficulties. There’s no indi- 
vidual breakout for housing/religion etc.—only job happiness has specifically 
rising expectations. The presence of various buildings on the island has no 
impact on this, either.” 


#6: Rural Sprawl 

On the question of the relationship between a farm’s area and its productivity, 
Steinmeyer advises that farms will sometimes have higher productivity if they 
are spaced out, because the farmers can pick the best areas to cultivate. If 
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A ‘Yachts Only’ dock for the guests of the tourist side of the island. 


farms are close to each other, it’s possible that a 
given farm will be boxed in at some point, and the 
farmer will not be able to plant to his or her fullest 
extent. A farmer will only plant out to a radius of 5 
cells from the farm, so if there are many closely 
packed farms the farmer may run out of space. This 
is particularly true of Coffee, Papayas and Bananas, 
which tend to sprawl more because of the longer 
growing cycle and the more limited individual atten- 
tion that each individual plant requires. Steinmeyer 
offers the following personal strategy: “I usually 
plant Coffee, Papayas and Bananas fairly far from my 
main town. I put the other farms close to my main 
town, and even at fairly high densities, but then I 
bulldoze the close farms as my town expands. Note 
that for the 3 tree crops, after the tree has been 
planted the farmer only needs to work the cell once 
per harvest cycle, whereas for the other crops he 
needs to work each cell two times per harvest (once 
to plant, once to harvest), so a 4-farmer tree farm 
can typically sprawl to almost twice the size.” 


Fountains keep your environment score high and your citizens happy. 
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WHAT’S ein . NEW RELEASES COMING SOON BARGAINS 


$34.95 Destroyer Command $39.95 Arcanum $42.95  X-Com: Interceptor 
$39.95  MotorCityOnline $42.95 Return to Castle Wolfenstein $44.95 Destiny WIN 95 
Sub Command $42.95 Pool of Radiance (2) $44.95 — Riddle of Master Lu 1) aes) |) 
M.Stuart's Pro Body Boarding $34.95 — Elder Scrolls:Morrowind $54.95 Realms of Arkania ttle i) $5.95 
Links LS ‘01 Course Pk Vol.2 $19.95 | C&Conquer: Renegade $42.95  CyberJudas > Ge5C® 
_ Dragon Riders: Chrncls of Prn $29.95 — EverQuest Trilogy $39.95 Rage of Mages” Bundle / 
Silent Hunter2 se ae Project Eden — $3 Die by be oid w/ Ex, 
pig . a -ShadowBane _ Game Vault Volurr 
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OVER 10,000 TITLES « EVERY GENRE + ALL PLATFORMS 


Simulations 
MS Train Simulator $44.95 
Star Trek Bridge Commander $44.95 


War 


Great Battles Series Clictrs Ed.$12.95 


Gettysburg Collector's Edition $18.95 


Sports 
Baseball Mogul 2002 $29.95 
Rugby 2001 w/Brian L. Cricket $34.95 


Boardgames 
Advanced Squad Leader $59.95 
Axis & Allies Europe or Pacific $45.95 


Fly! Il $39.95 12 O'Clock High $29.95 Links LS 2001 Crs Pck vol 1 $24.95 __ Battletech $22.95 
NASCAR Racing $42.95 Smolensk to Moscow $29.95 Grand Prix 3 $19.95 Diskwars Asstd Armies $8.95 
Grand Prix Legends $18.95 East Front 2 $22.95 Dirt Track Racing Sprint Cars $19.95 EuroRails $32.95 
Falcon 4.0 $19.95 Battle of Britain $9.95 F1 Championship Season ‘00 $38.95 Gear Krieg $21.95 
Panzer Commander $9.95 101st Airborne in Normandy $9.95 Championship Manager 99/00 $29.95 Great War at Sea 3-6 $38.95 
Fighter Squadron $8.95 War Along the Mohawk $14.95 Colin McRae Rally 2.0 $29.95 lron Dragon $29.95 
MechWarrior 4 $44.95 Steel Panthers Arsenal $33.95 Motocross Mania $19.95 Lionheart $36.95 
MechWarrior 3 $19.95 War in the East: Crimea 3.5 $19.95 Links LS 2001 $39.95 Mage Knights Armies $10.95 
MS Combat Flight Sim 2 $44.95 War in the East: Izyum 3.5 $19.95 Triple Play Baseball CD $28.95 Paths of Glory 1st WW $42.95 
Flying Corps Gold $9.95 War in the East: Kiev 3.5 $19.95 Tony Hawks Pro Skater 2 CD $29.95 Samurai Swords — $39.95 
Echelon $42.95 War in the East: Leningrad 3.5$19.95 | Superbike 2001 $18.95 $26.95 


Stratego Legends 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD 
$8. Price, release, availability, shipping times & offer not guaranteed & are subject to change at any time. 
Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 
10 days the manufacturer's warranty applies. All sales final. S&H calculated on a per order, per ship- 
ment, and per item basis. The "per order" charge is charged once per order placed, the “per item" 
charge is charged once for each item ordered and the "per shipment" charge is charged once for each 
shipment we make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Magazine. Call for details. 


Valid on Phone Orders Only! 


Spend the specified amount on any in-stock software and choose one 
free IBM game from the corresponding list. Request must be made at 


time of order. Offer good on in-stock software only, while supplies last. 


Standard Priority Express Express UPS UPS UPS Mail Canada Mail World Limit 2 per customer. Valid through July 22, 2001. 

7-10 D 2-3 Days 2 Da 1 Day Ground Blue Red 4-7Days 7-14 Days 
on or ee foo ae ae ee sony | SPEND $60 & Get: Total Annihilation, Take No Prisoners, or Tekwar. 
Per Order $1.50 $2.00 $200 $200 $200 $2.00 $2.00 $2.00 $2.00 | SPEND $100 & Get: Flying Corps Gold, Descent 3, or Colonization. 
Per Shipment $2.50 $2.45 $5.95 $14.50 $3.00 $6.00 $14.50 $3 50 $3.50 SPEND $200 & Get: Sanitarium, Sin, or Falcon Classic 3.0. 
1 Item Total $4.50 $4.95 $8.95 $19.00 $5.50 $9.50 $19.00 $8.00 $12.00 
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Off-Road Redneck Racing 


Yee haw! Go four-wheelin’ with your pick’em 
up truck and get down and dirty on the back 
roads in Interplay’s latest Redneck sendup. 

This time the focus is on off-road racing, and 
the demo includes two Everglades tracks and 


a couple of vehicles. 

GENRE Off-road Racing DEVELOPER Rage 
[www.rage.com] PUBLISHER Interplay 
[www.interplay.com] REQUIREMENTS Pentium 
266, 64MB RAM INSTALL SIZE 113MB 


Steel Soldiers 


This robotic real-time strategy game is the 
sequel to Z, one of the early Clone & Conquer 
games, and one of the few with any spark of 
imagination. The demo gives you a custom 
mission to check out the new game’s many 
features. 

GENRE Real-Time Strategy DEVELOPER Eon 
Digital Entertainment [www. sateen 
PUBLISHER Bitmap aieopell 
[www.bitmapbrothers. com] R 


Pentium Il 266, 64MB RAM ts 
100MB 


Beach Head 2000 


You sit on a beach and shoot things from 
your bunker. Think Saving Private 
Ryan...then think again; it’s more like 
Slaughtering Sergeant Pixel. But it’s fun; the 
demo gives you access to level one of the full 
game. 

GENRE Static shoot'em up DEVELOPER Digital 
Fusion [www.fusiongames.com] PU 
WizardWorks [www.wizardworks.com] 
tinea NTS Pentium 233, 32MB RAM 
INSTALL SIZE 40MB 


1. is VE # 


Startopia 
In space, no one can hear you scream...about 
running out of toilet paper. Try your hand at 
managing an up and coming space station in 
this futuristic strategy game. Juggle alien 
needs, human desires, and plain old logistics 
as you try to keep your celestial caravansary 
a going concern. You get five training mis- 
sions and one real scenario in the demo. 
GENRE Sci-fi Sim-style strategy DEVE! 


FR 


ER 


Mucky Foot [www.muckyfoot. et PUBL! 
Eidos [www.eidos.com] REQUIREMEN ae 
Pentium 266, 64MB RAM INSTALL Size 40MB 


— 
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am 
| To install the demos, place the CD in your CD-ROM lems, please send a description of the problem along oe 
_ drive and the interface will automatically load. To with your system configuration to | 
| access the demos, click on the “Demos” icon. Click cgcdtech@cdmag.com, or mail a letter with the | 
_ the game you want to install. Additional materials— same information to the address below. If you have | 
| Trailers, the latest version of DirectX (which some a defective CD-ROM, a replacement can be obtained | 
_ games require)—can be found by clicking on the by sending the original CD to: | 
“Ete.” icon. | 
If the CD fails to Autoplay, double click on “My ATTN: CD replacement | 
- Computer,” double-click your CD-ROM drive (usually Computer Games | 
_ drive “D”) and then double click the CGCD exe- 63 Millet St. | 
| cutable file (CGCD.EXE). If you’re still having prob- Richmond, VT 05477 a 
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AT THE ‘GAMING WORLD 


Com puter 


| SERA CELE RES 


oo reliable reviews 
— “uthoritative news fee 
exclusive previews _ 


_ Good News: A 12-issue subscription to the Bonus Edition | = 
_ of Computer Games magazine for ONLY $19.97 (US). 1- 8 Oo) 2 83-3 542. 
_ €ven Better: Regular Edition subscribers can upgrade to : 


_ the Bonus Edition for just $1 per issue remaining on your | And use your credit card to begin receiv- 
current subscription. | ing your BONUS EDITION issues right 


| away. Or, fill out the attached card and 
12-issue Bonus Edition Prices: | mail it 'to start or extend your subscrip- 
| er aes 
US: $19.97 | tion. We'll gladly bill | sae later. 
Canada: $31.97 | | | | 
Other: $43.97 oes | | | a 
Non-US orders must include payment with order. | | | | 
iz wae ne . 


800.699.4263 


PC—Sports Rel: 11/00 Pe Mcnee Rel: 03/01 


Source Code 11381 


Champnionshia 
MANAGER 


SEASON. 013/01 


Leadfoot: Stadium Off Rd Reg—tInfogrames 


Championship Mgr 2001-2002—Eidos 


Pinball: Forgotten Island—EA 


$39.95) 


Hardware: Controller Rel: 03/01 Hardware: Controller Rel: 10/00 


Hardware: Video Card Rel: 03/01 


Saitek 


Hercules 3D Prophet !!I—Guillemot 
TM NASCAR P2 Racing Wheel—Guillemot 


Cyborg 3D Digital Stick Gold 


$399.95) $54.95) 


BrdGm: Fantasy _—Rel: 10/00 Brdgm: World War Il Rel: 04/01 Brdgm: Family Rel: 11/96 


Axis. Allies 


, ny Be 
> Setth ers 


¢ atin 


~uh: 


ea 
“ane 


Wizard Kings—Columbia Games 
Settlers of Catan—Mayfair Games 


Axis & Allies—Avalon Hill 


$39.95 ) 


RPG: Fantasy Rel: 08/00 Boardgame: Sci Fi Rel: 11/00 Boardgame: Sci Fi Rel: 05/01 CG-Fantasy Rel: 04/01 


CREE RIES aR 


AD&D 3rd Ed. Hndbk RPG—Wizs of Cst 
Star Wars RPG—Wizs of the Coast 

Star Wars Jedi Knights BP CG—Decipher 
Magic 7th Ed. —Wizards oc Coast 


$9995 


PSX 2: Racing Rel: 07/01 PSX 2: Action Rel: 11/01 PSX 2: RPG Rel: 05/01 


PlayStation.c 


Call us and ask 
about our 


METAL GEAR SOU 
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PO Box 234 « Dept. 11377 ¢ 2520 VT Rte. 100N * Rochester, VT 05767 « INT’L 802.767.3033 * FAX 802.767.3382 


PSX2: Action 


PlayStation 


Rel: 05/01 


Gauntlet Dark Legacy—Midway 


PSX2: Action 
MayStatian.2 


Re: 04/01 


Zone of the Enders-Konami 


PSX-Fighting 


Tekken 3—Namco 


PSX2: Action Rel: 03/01 


Onimusha: Warlords—Capcom 


GBA: Adventure Rel: 07/01 
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= 
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$34.) 
PSX-Action Rel: 10/98 


j 
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PlayStation|i= 


Metal Gear Solid—Konami 


PSX2: Fighting Rel: 10/00 


PlayStation.c 


Koei 


Dynasty Warriors 2 


Activision 


Pronv HAWK: G , 
A PAO) SKATERS 


1p 


Tony Hawk's Pro Skater 2 


$37.95) 


N64: RPG 


Rel: 10/00 


Legend of Zelda: Majs. Mask—Nintendo 


$49.95) 


GBA Rel: 06/01 
= 
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S 
s 
$99.95 
GBA: Sports Rel: 06/01 


Super Dodge Ball Advance—Atlus 


DC-Role-Playing Rel: 11/00 


©) Dreamcast 


Skies of Arcadia—Sega 


OVER 10,000 TITLES * EVERY GENRE - ALL PLATFORMS 


PSX2 
Final Fantasy X $49.95 
WWFE Smackdown 3 $48.95 


Legacy of Kain Soul Reaver 2 $48.95 


Twisted Metal Black $48.95 
Silent Hill 2 $48.95 
Star Wars Starfighter $48.95 
All Star Baseball 2002 $48.95 
Snowboard SuperX $49.95 
NBA Live 2001 $49.95 
Devil May Cry $49.95 
Tecmo Super Bowl $48.95 
ATV Off Road Fury $48.95 
World is Not Enough $48.95 


Pen & Paper 

AD&D Dungeon Master Guide $19.95 
AD&D Monster Manual $18.95 
Alternity Players HB $24.95 
Blue Planet 2.0 Players Guide $24.95 


Cyberpunk 2020 $17.95 
Deadlands $24.95 
GURPS $21.95 
Heavy Gear $24.95 
Jovian Chronicles $26.95 
RIFTS $21.95 
Shadow Run 3rd Ed. $24.95 
Vampire $25.95 
Wraith $22.95 
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PSX 

Roleplaying Game Maker $44.95 
Metal Slug X $39.95 
Alone in the Dark 4 $39.95 
Matt Hoffman's Pro BMX $39.95 


Lunar 2:Eternal Blue Complete$59.95 


Final Fantasy |X (9) $44.95 
WWE Smackdown! 2 $35.95 
Civilization 2 $19.95 
Martian Gothic $14.95 
Superman $19.95 
Mortal Kombat 4 $22.95 
Worms Armageddon $14.95 
Suikoden $16.95 
Card Games 

Dragon Ball Z Starter $9.95 
Dragon Ball Z Booster $3.45 
Gundam M.S. Booster $2.75 
Gundam M.S. Starter $6.95 
Mgc the Gathring Apclyps Str $9.95 


Mgc the Gathring Apclyps Bstr $2.45 


Pokemon Starter 2nd Ed. $6.95 
Star Trek TNG Starter $7.95 
Star Trek TNG Booster $1.95 
Survivor Starter $6.95 
Survivor Booster $2.45 
Wheel of Time Starter $7.95 
Wheel of Time Booster $1.95 


Dreamcast 

Black & White $44.95 
Skies of Arcadia $46.95 
Phantasy Star Online $49.95 
Crazy Taxi $24.95 
Daytona USA 2001 Online $42.95 
Marvel Vs. Capcom 2 $42.95 
Dead or Alive 2 $39.95 
Shenmue 2 $49.95 
PC Hardware 

eVGA GeForce2 MX 32 $84.95 
eVGA GF2 Ultra w/TV Out $319.95 


Cambridge SndWrks DT3500 $239.95 


Boston Acoustics 4800 $159.95 
SBLive! X-Gamer 5.1 $94.95 
Monsoon MM1000 Spkrs $139.95 
CH Pro Pedals USB $99.95 


Saitek Cyborg 3D Gold USB $49.95 
SideWinder Precision 2 USB $54.95 


N64 

Starcraft $44.95 
Aidyn Chronicles: TFM $54.95 
Mario Tennis $49.95 
Dr Mario 64 $29.95 
WWF No Mercy $49.95 
Ogre Battle 64 $56.95 
Spider-Man $52.95 
Gauntlet Legends $24.95 
Gameboy 

Worms Armageddon $22.95 
Zelda: Oracle of Ages $34.95 
Mario Golf $28.95 
Dragon Warrior 1 & 2 $28.95 
Tetris DX $28.95 
FIFA Soccer 2001 $28.95 
Mega Man Xtreme $28.95 
Tomb Raider $28.95 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as 
cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are subject 
to change at any time. Hardware may require added S&H. Within 10 days defectives repaired 
or replaced at our discretion. After 10 days the manufacturer’s warranty applies. All sales final. 
S&H calculated on a per order, per shipment, and per item basis. The "per order" charge is 
charged once per order placed, the "per item" charge is charged once for each item ordered 
and the “per shipment" charge is charged once for each shipment we make to you. For each 
US order $10.00 will be allocated to a 12 issue subscription to Computer Games Magazine. 


Call for details. 
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The new us 

I was a subscriber in the Computer Games Strategy Plus 
days, but I wasn’t impressed by the old-new design and I let 
the subscription lapse. I would buy an issue on the news- 
stand if it seemed interesting, but all-in-all I missed the 
“good old days.” “At least it’s still better than PC Gamer or 
Computer Gaming World,” I would say to myself, but in my 
heart I new it could be more... 

The new design not only is as good as the good old days, it 
is far better. It’s wonderful to read. After reading just one of 
the features, | went online and subscribed again immediately. 

For a while, it seemed that all the computer gaming maga- 
zines were drifting away from features and towards more- 
and-more previews. Previews can be a wonderful read (like 
the Neverwinter Nights feature), but mostly they seemed to 
be rephrased press releases. But CGM’s features make it easy 
to know more about our hobby. 

CGM has always been the best gaming magazine, but it is 
now the “best... magazine... ever!” 

Daniel Abbott 


impressed 

I was deeply impressed to read your June 2001 issue. Wow! 
A computer game magazine that devoted a significant por- 
tion of space in telling the real story behind how D&D was 
started and mutated into what people play now. Of course, 
this was a great build up for the Neverwinter Nights story, 
but you did not have to do it. 

In 1978, I was one of those guys playing AD&D. | still 
have my Players Handbook, Dungeon Masters Guide and 
Monster Manual. Yeah, we were geeks back then, but boy 
did we have fun! Now we all sit here drooling, waiting for 
Neverwinter Nights. 

Thanks again for a really meaty issue. 

John Castiello 


Give Wizards a hand 

Benjamin Sones’ article on Dungeons & Dragons in your lat- 
est issue is the most amazing in-depth history of the game 
that I’ve ever seen. Through other sources, I had heard a 
smattering of what TSR went through before WotC bought 
them, but this article starts from the beginning and takes us 
through the present beautifully. The images of old books and 


email us at editor@cdmag.com 


Can you feel the love this issue? No? How about in this month's Rebound? “| 
love the new format,” says Mike Gauss. “[There’s] far, far more interesting 
material in the new issue than I've seen in one of these mags before.” 
Woody Folsom checked out the magazine for the first time in June, and he 
too likes what he sees. “It’s nice to see a gaming magazine that prints inter- 
esting gaming-related articles rather than just preview after preview,” he 
says. (Make sure to skip this issue, Woody.) Finally, reader Bambagus — 
chimed in with a simple message for the ages: “Hi!” 


modules brought back fond memories for this long time role- 
playing game fanatic (now an avid EverQuest player, having 
“outgrown” AD&D long ago). 
Wizards of the Coast is to be commended for their stew- 
ardship of the Dungeons & Dragons franchise. 
NP Wilt 


The cover 

I’m a big fan/collector of fantasy art and I was curious who 

did your cover art for the June issue? I searched all over the 

magazine and couldn’t find a reference to the artist anywhere. 
Brian Orona 


BioWare's Marc Holmes created that fine piece of art. Of all the cov- 
ers we've ever done, this one, by far, received the most positive 
response and there have been numerous requests for it in other for- 
mats, from desktop wallpaper to posters. Let us know your interest in 
such things. —ed 


Juggling 
I just got my magazine today, and I have to admit that jug- 
gling three PC gaming magazines is getting a little expensive 
and I was wondering which one I would drop. Not this one! 
I loved the cover story on Neverwinter Nights and the feature 
on the history of Dungeons & Dragons was outstanding. | 
also enjoy reading the hardware columns and reviews, 
whether I understand it all or not. 
All in all, the improvements are a real plus. Keep up the 

good work. 

Rita C. Fleischmann 


General improvements 

I have been a regular reader of your publication for the past 
few years and want to add that I like the general improve- 
ment in both the quality of writing and the content of infor- 
mation that has come about during the past year. It pro- 
vides a viable alternative to other publications that have 
succumbed to cheesy contests and overwhelming advertis- 
ing gimmicks just to maintain their market share of the 
publishing dollar. 

I also wanted to commend you on your excellent piece on 
the history of TSR and the Dungeons & Dragons fantasy role- 
playing game. I have been a regular player of AD&D, as well 
as other pen-and-pencil type role-playing games, for over 
twenty years and had a natural curiosity about the changes 
the company and the game has gone through since its incep- 
tion. Your article went a long way in exploring that aspect 
and it helped me to see and accept the 3rd edition rule sys- 
tem as a return to the roots rather than a corporate reissue 


just for capital gain and exploitation. 

I especially liked that Mr. Sones did not neglect the social 
aspects of the game. I have changed locations several times in 
the past several years and am currently residing in the UK. 
Interest in role-playing games has always allowed me the 
opportunity to meet other people with similar interests (not 
least of which is computer gaming) and helped to make my 
adjustment to a new community and culture more smooth 
and enjoyable. Thank you for seeing that your readership are 
not just people stuck in front of a computer monitor perform- 
ing mental masturbation (as well as other kinds), but actually 
have a vivid social life that is more worthwhile than sitting 
around as couples watching Thursday night brain-dead TV. 
Keep up the good work. 

Matt Johnson 


Interesting read 


I have never written to any magazine (and I get over 20a 
month), but I really felt compelled to write that the article 
by Ben Sones was possibly the most interesting read in a 
computer game magazine I have ever seen. I hope more 
such articles are in the works. 


Rahul Singhal 


Old-school fans 


I have been a fan of AD&D for years, since the early 80s. I 
loved getting together with my friends and playing the pre- 
rolled modules. I loved Neverwinter Nights when it was a 
game on AOL and have been looking for one that would 
come somewhere close to replicating the pen and paper days 
of AD&D. The new Neverwinter Nights, from what I have 
read and heard about, is the closest thing yet. 

Barbara Moody 


Wax on, wax Off 

I’ve been waxing nostalgic after reading Benjamin E. Sones’ 
fine article concerning the history of TSR and Dungeons & 
Dragons. It lightened my heart just a bit to hear that 
Wizards of the Coast buying out TSR was a good thing. The 
last time I played D&D was over 14 years ago, but I still 
respect what it did for me while growing up. Giving creative 
credit back to Gygax and Arneson was honorable. I was 
worried that WotC would ruin the good TSR name and mys- 
tique. Mr. Sones’ story has put my mind at ease that the leg- 
end of TSR is, indeed, in good hands. 


Ben Losasso 


Black 


Your review of Black & White was the worst your magazine 
has ever sent to print. First, a game that you think “feels 
like the best game in the world—at least for the first week 
or so” is enough to give the title a four-star rating. Second, I 
have found not one bug, and other reviewers have found no 
bugs either. Third, when the reviewer called the game sadis- 
tic, which means cruel and depressing, that is his own fault. 
You choose how to play the game, and if he didn’t like how 
he played, then that is his fault. 

At points, the game does lack cohesion, but overall it is 
well made, and should be in the running for game of the 
year. I have played the game for two weeks (gasp!) and 
keep coming back for more. In fact, I am starting to like it 
even more, after getting past the steep learning curve. 

Perhaps the title didn’t deserve a coveted five-star rat- 
ing, but giving it a three, which says it is average, is just 
plain wrong. 

JIKIER 


White 


It seems Steve Bauman didn’t get the memo that’s obviously 
been circulating in the computer games industry that states 
that Black & White’s significant flaws must be over-looked 
by all reviewers. I too am impressed by the game’s technical 
achievements, but after ten hours of picking up wood mira- 
cles so my villagers can build houses, and trying to make 
sure I drop enough fish at my worship site, I gave up on 
this one. As a strategy game, Black & White doesn’t work. 
Too bad, but at least Steve’s review was honest. 

Julian Close 


Gray 

Having read your Black & White review, I find myself with 
mixed emotions. On the one hand, your review is mostly 
bang-on—after a couple of weeks of playtime, I’m finding 
that the tedious tasks are becoming very tedious (to the 
point of frustration). The game is losing its appeal as I 
struggle to complete the last level. That being said, I’ve 
also gotten two great weeks of gaming out of the game. In 
this day and age, that is rare indeed. Once I’m done, I get 
to try as an evil god and pretty much play a completely 
different game. 

On the other hand, I think your review unfairly penalizes 
the game. You have somehow looked past all the brilliant 
advances in game technology, and focused on the negative. 
On top of this, your review shows that you’ve missed some 
things that make life much easier in the Black & White 
world (thus reducing the tediousness). For example, your 
review describes “ripping out every tree in the land” for 
map three, yet with the provided wood miracle dispenser, 
you should never have to chop a single tree down at all. 

A 3/5 rating is misleading to a perspective buyer. 

Harry Colquhoun 


Any rating, without the context provided by the text, is ultimately mis- 
leading. The combination of the two provides a pretty good evaluation 
of a product. —ed 


A snappy letter on a serious issue 
Iam a 14-year-old female gamer and I am writing in 
response to all the sound and the fury about violence in 
computer games. Look, the argument is double-edged. If 
computer games contain graphic violence then they 
“encourage impressionable teenage boys to commit crimes 
by sending the message violence is okay.” If computer 
games don’t contain graphic violence then they “encourage 
impressionable teenage boys to commit crimes by sending 
the message violence has no consequences.” This is a lose- 
lose proposition for anyone associated with the computer 
game business. 

Face it, it’s darned if you do or darned if you don’t. The 
troubled boys who commit these crimes cannot be blamed 
on computer games. I am appalled that Congress, the boys’ 
parents, etc. attempt to absolve themselves by blatantly 
scapegoating one of my favorite pastimes. 

Finally may I say this magazine is second only to MAD 
on my list. 


Desert Acacia 
Second to MAD? What, us worry? —ed 
A good point 
In your reply to Klaus Neumann’s letter in the June maga- 


zine, you state that the issues involved in violence by chil- 
dren are “complex, ranging from economics, peer pressure, 
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adolescence, poor parenting, gun availability to yes, the 
media.” This is true. People of influence in each of these 
areas are responsible for how their actions affect children in 
their formative years. This is also a cop-out. Because each of 
these groups shares responsibility, none will accept respon- 
sibility. You will not admit that violent games contribute to 
the problem, just as the gun lobby refuses to acknowledge 
the part played by the easy availability of guns. So nothing 
gets done. 

Today, rightly or wrongly, the entertainment media is 
parent, teacher and pastor to many millions of kids. They 
build their values upon what they see and hear on TV, at 
the movies and on their computer screens. And right now, 
the single-minded response to problems that confront our 
media heroes is to blow away the cause of the problem. Is it 
any wonder that more of our kids see this as the solution to 
their real-life problems? 

D. L. Pruitt 


You're right, it is something of a cop-out and no industry can or will 
step forward and accept any measure of responsibility, as doing so 
would raise liability issues that would inevitably lead to lawsuits. But 
where do you stop with the causal relationships? Your accumulated life 
experience, in addition to genetics, is what ultimately determines the 
type of person you are/become, so we still contend that singling out 
any individual element is dangerous. —ed 


Marketing 101 

You should change the magazine’s name to: Computer 

Games The Magazine, and then have Computer Games The 

Movie and Computer Games The T-shirt and Computer 

Games The Hemorrhoid Cream, etc. Just a thought. 
KijillionX2 


Good idea. Hey, do you work for Electronic Arts? They're big on that 
branding thing. —ed 


COMING SOON 
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We got this one day... 

I have found a way to world peace, but I need a 
flamethrower, a can of Spam Light and SimCity 3000. Any 
of these that you can send will help me greatly. 


Xacktar 


...followed by this 
Never mind about the whole world peace thing. I’ve decided 
just to take over the world with cheese and crackers and 
assorted beef by-products. Just don’t publish this or tell any- 
one of my plan, or I will be forced to use snails. 

Xacktar 
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ON SALE 08.14.01 


Top Secret 


Next month, we pull the wraps off a top- 


secret project that brings together one of the 


world’s biggest publishers and one of the 


highest-profile developers. It’s a unique first- 
person action/adventure, set in a wildly origi- 


nal universe that’s been in development for a 


number of years. And you can only read 


about it here. 
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Cover Story 


GeForce 3 


We're still trying to get our hands on as 


many GeForce 3 cards as possible for a 


comprehensive roundup of NVIDIA’s latest 
and greatest. We’ll even try to label the 
charts correctly this time. 


If gaming's your religion... 


...we re your source of guidance. 
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vive les jeux 


We see London, but mostly we see France 


A colleague recently posted an MP3 file on our network in order to elicit 
a bit of mirth tinged with a certain amount of disbelief. Mirth did ensue. 
The sound file contains a way-too-long, way-too-smarmy, way-too-upbeat, 
cheerleader-coated, “easy listenin’” pop tune by the hot band Usual 
Corporate Lamers. It’s called (gulp) Infogrames Rocks My World. I’ve tried 
to get information about Usual Corporate Lamers using the well-tested 
Lazy Sedentary Approach: 1) Search engines A, B, and C, 2) Ask the guys 
across the hall, 3) E-mail Infogrames. So far, Lamers info has not been 
easy to come by. Since they’ve created such a suck-up song to one of the 
more popular Vacuums of Many Things Smaller than It, it brought to 
mind Infogrames’ global reputation five or so years ago. Its presence at 
the Electronic Entertainment Expo (E3—perhaps the highest profile popu- 
larity dipstick) was minimal at that time. It was stuck in a corner some- 
where with Ocean Software, and fell into the category of companies 
whose products and choices we’d narrow-mindedly and ethnocentrically 
explain to one another by saying, “Hey, it’s French” as though that some- 
how explained everything. 

Now, however, it’s a whole different story. Infogrames is bursting at 
the seams with product. At last count, the available and upcoming 


about 19 or 20 games on its upcoming plate 
including Crytek Studio’s X-Isle, which we’ve 
seen most recently as a gorgeous tech demo 
for NVIDIA’s latest graphics GPU, Tom 
Clancy’s Ghost Recon, and a currently unspec- 
ified game based on the Crouching Tiger, 
Hidden Dragon license. The volume is rather 
astounding and only barely matched by the 
numbers flowing from the arsenal at 
Electronic Arts and the mega-pouch of 
Vivendi (Sierra, Blizzard, etc.). 

At any rate, if you haven’t heard 
Infogrames Rocks My World (which might 
just well have been titled “The Infogrames 
Alma Mater” or “Infogrames, All Hail to 
Thee”), hopefully you can still find it at 
http://www.fatbabies.com/Infogrames % 20Ro 
cks%20My%20World.mp3. Perhaps you can 
even find some more info on the Usual 
Corporate Lamers. Oh, and just as an aside, | 
sometimes hesitate to send people to fatba- 
bies.com, one of the smarmiest, anonymous 
slander-slinging sites. But it makes us feel a 
bit less ethnocentric about the “Hey, it’s 
French” crack when fatbabies’ last potshot at 

Richard Garriott’s 
latest merger with 


a@ eve we'd narrow-mindedly and ethnocentrically explain Korean NCSoft 


reads in part: 


to one another by saying, “Hey, it’s French” as though that ‘Richard Garriott 


going to Korea? 


somehow explained everything. BR Now thats soos 


games on its website weighed in at 76 or so—and those are just the PC 
titles. OK, granted that a lot of the titles are what hard-core players 
might put into the Usual Lamer game category (like WizardWorks’ 
Seventeen Style Studio Deluxe, and WizardWorks’ Deer Hunter XXIV, 
and WizardWorks’ Bird Hunter Wild Wing Edition—not that there’s 
anything wrong with them...). We also see the interesting Oddworld 
titles, the popular Test Drive series, and of course, Unreal Tournament, 
soon to be followed by Unreal IJ. Infogrames supported an entire suite 
of rooms at this year’s E3, and even hosted an appearance by two for- 
mer Survivor cast members to promote its latest Survivor game (“It has 
nothing to do with the license, we just want to create a great game!” the 
product manager proclaimed. Ahem.) 

Cryo, also unmistakably French, is still cranking out some of the most 
beautiful artwork in the industry, and with the ever-growing, ever- 
improving DreamCatcher at its helm, it fairly exudes great potential. Just 
about all French games, in fact (if | may continue to generalize) are 
absolutely splendid-looking. 

Finally, one of the biggest surprises in recent years has been the explo- 
sion of France’s UbiSoft. When its representative spoke with me prior to 
this year’s E3 and said “Really, you have to visit us—we’re showing 17 
PC titles,” I was stunned. UbiSoft was yet another comparatively nonde- 
script company several years back. But the rep was lying. It actually has 
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news!! ... Go go 

go to Korea, make 
bad ‘ching sing how’ chink games and leave 
us decent American gamers alone. You suck 
Richard!! We hate you!!” Shame on them. 
And as for the future of French game compa- 
nies, vive les jeux. @ 


See it in our reviews, previews, cheats, 
movies, and more. 


-onsoleDomain 


www.consoledomain.com 


PHIL STEINMEYER 


— 


| 


the foreign trade 


Lou Bega, Polish vodka, and other tricks 


For the last two days, I’ve been staring at screens of our latest game 
Tropico, translated into Japanese Kanji characters. I’m trying to debug the 
game’s support for Kanji, and generally make the Japanese version (plus 
Chinese, Korean, and Thai), look as good as possible. Unfortunately, | 
speak Japanese about as well as I speak Hungarian or Polish, two other 
languages that Tropico is scheduled to be localized into. 

Of course, I don’t actually translate the text or the narration myself. 
We provide a localization kit to each country, containing all the English 
phrases, isolated down to a handful of files. Then, often at rather frighten- 
ing paces, they send us a swarm of translated text back, which we have 
to integrate into the game. For the four biggest European languages 


dd | get three to five e-mails 


a week from the Polish distributor, and 
they've even sent us nice bottles of Polish 


vodka and other trinkets. FP 


(German, French, Italian and Spanish), we sent the localization kit to 
them two weeks before Tropico gold mastered in English. They translated 
25,000 words of in-game text, plus a half hour of narration and a 90-page 
manual, inside of three weeks, and we had rolled out every major 
European language within seven days of the U.S. master. We held up the 
English release long enough that all of these languages hit store shelves 
on the same day. 

Even for smaller markets like Poland, Tropico is a major release for the 
local distributor, and they put pressure on us to help turn around the 
translated version quickly. Poland is a relatively poor country, with a 
small PC games market and high piracy rates. Yet the Polish version of 
Tropico will be perhaps the most professional version out there. Every 
word is translated into Polish, and given their overall tenacity, I’d imag- 
ine they have even less typos and minor text errors than the English ver- 
sion. I get three to five e-mails a week from the Polish distributor, and 
they’ve even sent us nice bottles of Polish vodka and other trinkets. We 
may not make much money from the Polish version, but I admire their 
hard work enough to go out of my way to support them. 

For the most part, though, our efforts to support a given market are 
pretty closely linked to projected sales in that market. Germany is our 
biggest foreign market — we may end up selling more copies there than 
in the U.S. If you’ve played Tropico, you may have noticed that we 
included the pop singer Lou Bega (“Mambo Number 5”) in the game as 
a possible dictator choice. While Lou may be a one-hit wonder in most 
of the world, he’s a mega-star in Germany, and the German office could 
hardly contain their excitement when they signed a cross-promotional 
deal with Lou’s manager. Bega gets to be a dictator and has one of his 
new singles included in the German version, and a flyer for the game 
will appear with Lou Bega’s next record. We kept Lou the dictator in 
the U.S. release, but axed the song (it was a disco song stylistically out 
of place in the U.S.) 
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The distributor from Taiwan paid a heft 
sum for local rights to Tropico—more than 
the Eastern European licensees combined. So 
when that distributor asked us to create spe- _ 
cial maps of Taiwan and also a nearby 2 
Taiwanese vacation island, we were easily _ 
persuaded. This is a tradition going back to : 
our last game, Railroad Tycoon II. One rea- . 
son we included so many maps in that game 7 
(over 70 in the Gold Edition) is that we 
wanted every nook and cranny in the world | 
with a contingent of computer gamers to 
have a map in the game. (Scandinavia, 

Korea, India...) Of course, the biggest mar- 
kets got the most maps. If you computed the - 
number of maps devoted to major markets 
like the U.S., Germany, and England (23, 8 ~ 
and 7, respectively), you’d find a pretty nice 
correlation to the game’s relative worldwide. 
sales. Not a perfect correlation though—1 out 
of our 70 maps covered Antarctica (1/70 = 
1.4%) As of this date, sales on the Antarctic 
continent haven’t quite reached 1.4% of our 
worldwide figures... 

Oddly enough, the one market where 
there’s been virtually no licensing interest in 
Tropico is Latin America. There have been 
small deals in Brazil and Argentina, but noth- 
ing in the Caribbean itself, especially Cuba. 
Too bad—that’s the only market where we 
wouldn’t have had to do any extra work to 
customize the game. Maybe Fidel Castro 
thinks our artists rendered him in an unflat- 
tering pose.... @ 


Hello Japan 


Pe a) 
Vi uot giocare un gi0co / 


WOULD YOU LIKE TO PLAY /F- GAME? | 


The 


[Life wills 


more fun in your part of the world] 


gamesdomain.co.uk www.gamesdomain.it www.gamesdomain.com 


on fun 


Or how a three-letter word can turn into 
a 700-word column 


What follows is a transcript of the June 12th presentation by featured 
speaker Dr. Chet Wolpaw at the 2001 Game Reviewer’s Symposium in 
Oceanview, Nevada. It hasn’t been edited for clarity or coherence. 

If you’ll take your seats, we’ll begin at once. Thank you. I’m sure I 
need no introduction, but if you’ll indulge me for just a moment... 

I have been a speaker at the Game Reviewers Symposium ever since 
the controversy created three years ago when I presented my paper, 
“Padding your Word Count: Doing Backstory in Three Paragraphs.” This 
was, if you recall, back when reviewers were doing backstory in just 
two paragraphs. 

I have also given seminars around the country. Although “101 Uses of 
the Word ‘Stunning’” is the longest running, the most popular is “‘Jaw- 
dropping’ and ‘Breath-taking’: How Hyperbole Can Save You from Having 
to Make Actual Observations.” It has been known to draw crowds in the 
double digits. 

I have also published two articles in the Journal of American Game 
Reviewers Association (JAGRA), “Muddling the Prose Fantastic: 
Reviewing without Committing” and “When 7 is 2: Making Sense of the 
Ten Point Scale,” both of which have been printed in at least one lan- 
guage. My credentials, as you can see, are unimpeachable. 

In my latest research, I have discovered the single most important fac- 
tor in reviewing a game. If someone will get the lights, I’d like to present 
the evidence. You’ll note this faithful reproduction of a Usenet post on the 
subject of Cossacks, attributed to Mr. Gary Lewis: 

“Of course it hasn’t been out long enough to know if its really balanced, 
how good the AI is, etc. but I recommend it simply because it’s _fun_.” 

Mr. Lewis has unwittingly blown the lid off game reviewing as we 
know it. For far too long, many of you have been concerned with graph- 
ics, interface, and story. Some have focused your efforts on long-term 


dd ...1 would like to point 


out that my colleague's wife is fat. DBP 


replayability, effective pacing, or narrative. But these are just games. It’s 
not important whether we like them, or even whether we enjoy them. 
Instead, what really matters is whether they’re fun. 

Consider this dramatization of an actual review. Slide, please. 

“It’s a great game with jaw-dropping visuals and stunning graphics, 
but it just isn’t fun.” 

Or this. Slide. 

“It’s a stunningly awful game with lots of bugs and bad AI, but it’s a 
lot of fun.” 

I am prepared to publish findings that will save you the effort of 


unnecessary writing, reducing your workload 
to this. 

“Tt just isn’t fun.” 

“It’s a lot of fun.” 

An erstwhile colleague of mine has sug- 
gested that my findings may not stand up to 
peer review. Before I address these charges, I 
would like to point out that my colleague’s 
wife is fat. 

It all started when my colleague wrote a 
bad review of Oni. He says it’s not fun, but 
he’s wrong. It is fun. Allow me to prove it. 
Next slide, please. Here is a photograph of me 
playing Oni and having fun. This sort of 
empirical evidence is impossible to refute, but 
my colleague thinks he can challenge it by 
slamming Oni with a Fun Factor of 7 in his 
review. This erroneous data should have been 
corrected by his editor—the Fun Factor is at 
least an 8, and quite possibly as high as a 9. 

I should point out that this little weasel has 
been dogging my steps for the last two years, 
ever since he used the word “giddy” in his 
review of RollerCoaster Tycoon, a word that 
figured prominently in my review. This is the 
same shameless cockroach whose Black & 
White review observed that the game had five 
levels, findings previously published by me. 

Next slide. Consider this Usenet discussion 
of Tropico. 

GUTB: “It just isn’t FUN.” 


think it’s extremely fun!” 

This is peer review at work. Here is an 
exchange about the game Soldier of Fortune. 

Sswift: “I remember playing the first 
level...not fun.” 

Zooli: “I found this part not ‘Not fun’, 
but FUN!” 

Zooli carefully weighs the evidence and 
refutes Sswift’s argument. As you can plainly 
see, it works. 

So, gentlemen, I’m prepared to usher in a 
new era of game reviewing, an era in which 
we no longer waste time and verbiage on the 
things that aren’t important, an era in which 
every man, woman, and child can pick up a 
review and find out whether or not a game is 
fun. Because in the words of me, “if it’s not 
fun, it’s not worth playing.” 

In closing, I would like to say that the tie 
my colleague is wearing in this picture—next 
slide, please—is ugly. @ 
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or newer 
technology, you'd 


need government 
clearance. 


Dell’s latest technology with the Intel® Pentium® 4 
processor delivers performance when you need it most. 


So you forgot to return a few library books and couldn't get into the FBI 

Academy. Well, here at Dell” we don’t discriminate. All of our customers 
are afforded the latest and greatest technology. And, of course, we have 
all of the latest in printers, scanners and software. So call on us to help build 
your perfect system or choose from one of the great systems featured here. 
Even easier than getting a library card. 


Call and ask about our Microsoft® Windows” XP upgrade program. 


Dell™ Dimension™ 8100 Desktops Feature 
the intel® Pentium® 4 Processor 


DELL” DESKTOPS: 


DELL” DIMENSION” 8100 Series 


Cutting-Edge Technology 


m Intel® Pentium® 4 Processor at 1.5GHz 

# 128MB RDRAM 

= 60GB? Ultra ATA/100 Hard Drive (7200 RPM) 

= 19" (18.0" vis, .26dp) M991 Monitor 

# 32MB NVIDIA® GeForce2 MX 4X AGP 
Graphics Card with TV Out 

® 8X/4X/32X CD-RW Drive 

= Turtle Beach® Santa Cruz™ DSP Sound Card 

m Harman Kardon® HK-695 Surround Sound 
Speakers with Subwoofer 

= 56K Capable’ PCI Telephony Modem 

= MS° Works Suite 2001 # MS°® Windows® Me 

m 1-Yr Limited Warranty’ ™ 1-Yr At-Home Service® 

= 6 Months of DellNet™ by MSN°® Internet 
Access” Included 


$ ‘ 6 ; : or as low as $5l per mo. 45 mos.” 


No payments for 90 days.” E-VALUE Code: 89387-5007 16 


DELL” DIMENSION" 38100 Series 


Cutting-Edge Technology 


# Intel® Pentium® 4 Processor at 1.4GHz 

# 128MB RDRAM 

= 40GB? Ultra ATA/100 Hard Drive (7200 RPM) 

= 17" (16.0" vis, .28dp) E770 Monitor 

= 32MB NVIDIA® GeForce2 MX 4X AGP 
Graphics Card with TV Out 

m™ 48X Max CD-ROM Drive 

# SoundBlaster 64V PCI LC Sound Card 

# Altec Lansing® ACS-340™ Speakers 
with Subwoofer 

m 56K Capable® PCI Telephony Modem 

= MS° Works Suite 2001 # MS°® Windows® Me 

m 1-Yr Limited Warranty’ # 1-Yr At-Home Service® 

= 6 Months of DellNet™ by MSN?® Internet 
Access” Included 


$ 2 99 or as low as $39 per mo. 45 mos.” 


No payments for 90 days.” E-VALUE Code: 89387-5007 12p 


DELL” DIMENSION” | Series 


Affordable Desktop Solution 


# Intel® Pentium® Ill Processor at 1GHz 

= 128MB Shared SDRAM” at 100MHz 

# 20GB? Value Hard Drive 

# 15" (13.8" vis) M570 Monitor 

# Integrated Intel® 3D° AGP Graphics 

= 48X Max CD-ROM Drive 

= SoundBlaster 64V PCI LC Sound Card 

= harman/kardon® Speakers 

™ 56K Capable’ PCI DataFax Modem 

= MS° Works Suite 2001 # MS°® Windows® Me 

= 1-Yr Limited Warranty’ 

mw 1-Yr At-Home Service‘ 

= 6 Months of DellNet™ by MSN® Internet 
Access™ Included 


$7 : . or as low as $24 per mo. 45 mos.” 


No payments for 90 days.’ E-VALUE Code: 89387-500707 


DELL" NOTEBOOKS: 


DELL” INSPIRON™ 4000 


Thin and Light 


# Intel® Celeron™ Processor at 7OOMHz 

= 14.1" XGA TFT Display 

# 64MB 100MHz SDRAM 

® 6GB? Ultra ATA Hard Drive 

® Modular 24X Max CD-ROM Drive 

=# 8MB ATI® Rage Mobility” 128 3D® 2X 
AGP Video 

® Internal 56K Capable® FaxModem 

# 26.5WHr Li-lon Battery w/ExpressCharge™ 
Technology 

# MS° Works Suite 2001 # MS® Windows® Me 

# 1-Yr Limited Warranty’ # 1-Yr Mail-in Service 

# 6 Months of DellNet™ by MSN® Internet 
Access" Included 


$ 27 a as $38 per mo. 45 mos,” 


No payments for 90 days.” E-VALUE Code: 89387-800712 


DELL” INSPIRON™ 2000 


Multimedia Mobile Desktop 


# Intel® Pentium® Ill Processor at 7OOMHz 

# 14.1" Super XGA+ TFT Display 

# 64MB 100MHz SDRAM 

# 10GB’ Ultra ATA Hard Drive 

= Fixed 24X Max DVD-ROM Drive 

=# 16MB ATI® Rage Mobility’’"-M4 3D°® 4X 
AGP Video 

® Internal 56K Capable’ FaxModem 

# 59WHr Li-lon Battery 

® harman/kardon® Audio 

# MS° Works Suite 2001 # MS*® Windows® Me 

# 1-Yr Limited Warranty’ # 1-Yr Mail-in Service 

# 6 Months of DellNet” by MSN® Internet 
Access” Included 


$ 599. as low as $48 per mo. 45 mos.” 


No payments for 90 days.’ E-VALUE Code: 89387-8007 15b 


DELL” SOLUTIONS: 
SOFTWARE & ACCESSORIES _ 


Printers: 

# Epson® Stylus 777 Color Printer, add $89 

= HP® DeskJet® 952C, add $149 after $50 
HP® Mail-in Rebate* (Reg. $199) 


Scanner: 
m HP® ScanJet® 4300Cse, add $89 after $50 
HP® Mail-in Rebate* (Reg. $139) 


Power Protection: 
# APC® Pro8T2 SurgeArrest, add $39 


Software: 

™ Extreme Game Pack 
(Dimension™ only), add $79 

# Family Game Pack, add $79 
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DELL” INSPIRON™ 4000 


Thin and Light 


# Intel® Pentium® Ill Processor at 900MHz 
Featuring Intel® SpoeedStep™ Technology 

= 14.1" XGA TFT Display 

= 128MB 100MHz SDRAM 

= 10GB? Ultra ATA Hard Drive 

™ Modular 8X Max DVD-ROM Drive 

= 8MB ATI® Rage Mobility™ 128 3D° 2X 
AGP Video 

@ Internal 56K Capable® FaxModem 

= 26.5WHr Li-lon Battery w/ExpressCharge™ 
Technology 

= MS° Works Suite 2001 # MS* Windows® Me 

= 1-Yr Limited Warranty’ ® 1-Yr Mail-in Service 

= 6 Months of DellNet™ by MSN° Internet 
Access” Included 


$ i 949 or as low as $58 per mo. 45 mos." 


No payments for 90 days.” E-VALUE Code: 89387-8007 19a 


DELL™ INSPIRON™ s000 


Multimedia Mobile Desktop 


® Intel® Pentium® III] Processor at 1GHz 

m 15" Super XGA+ TFT Display 

= 128MB 100MHz SDRAM 

® 10GB Ultra ATA Hard Drive 

m™ Fixed 24X Max DVD-ROM Drive 

m 2nd Bay 8X CD-RW Drive 

®@ 32MB DDR NVIDIA® GeForce2 Go™ 4X AGP Video 

m Internal 56K Capable® FaxModem 

@ 59WHr Li-lon Battery w/ExpressCharge™ 
Technology 

= MS° Works Suite 2001 #® MS* Windows® Me 

= 1-Yr Limited Warranty’ ™ 1-Yr Mail-in Service 

= 6 Months of DellNet™ by MSN*® Internet 
Access™ Included 
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No payments for 90 days.” E-VALUE Code: 89387-800724a 


How about some peace of mind to 
accompany your new Dell™ system? 


Dimension™ Desktop Service Upgrades: 

= Upgrade Dimension™ Desktops 1-Yr Ltd Warranty; 
1-Yr At-Home Service‘ to 3-Yr Ltd Warranty? 
3-Yr At-Home Service? add $119 


Inspiron™ Notebook Service Upgrades: 

= Upgrade Inspiron™ Notebooks with 1-Yr Ltd 
Warranty’ and 1-Yr Mail-in Service to: 

— 3-Yr Ltd Warranty’ and 3-Yr Mail-in Service, 
add $99 

— 3-Yr Ltd Warranty’ and 3-Yr Next-Business-Day 
On-Site Service’ add $219 


"Telephone access (call your phone 
co. for details) and other surcharges 
for access may apply. Must register 
within 90 days of receiving computer 
and accept DellNet/MSN Terms of 
Service. You agree to be hdilled 
rvice 


monthly fees after the initial s 
period. You may cancel service 
time. Offer vali 

only in U.S. F ve 
over 18 years old with major credit 
card. Limited time offer. “Manthly 
payment based on 13.99% APR FOR 
QUALIFIED CUSTOMERS. OFFER 
VARIES BY CREDITWORTHINESS OF 
CUSTOMER AS DETERMINED BY 
LENDER. Under 90 Days Same As 
Cash feature, interest accrues during 
first 90 days if balance not paid within 
90 days. Customers not eligible far 90 
Days Same As Cash feature may be 
offered standard 48-month financing 
with APRs ranging from 16.99% to 
23.99%. Example: $1,650 purchase 
price, at 18.99%, 48 monthly payments 
at $50. Taxes and shipping charges 
extra, and vary. From American 
Investment Bank, N.A. to US. residents 
with approved credit. Availability may 
be limited in some states. 
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Dell PCs use genuine 
Microsoft Windows 
www.microsoft.com/piracy/howtotell 


888.817.3355 | www.dell4me.com 


Cutting-Edge Technology 


Intel® Pentium® 4 Processor at 1.7GHz 

128MB RDRAM 

40GB? Ultra ATA/100 Hard Drive (7200 RPM) 

17" (16.0" vis, .28dp) E770 Monitor 

32MB NVIDIA® GeForce2 MX 4X AGP Graphics Card 
with TV Out 

= 8X/4X/32X CD-RW Drive 

= SB Live! 1024 Digital Sound Card 

# Altec Lansing® ACS-340” Speakers with Subwoofer 
= 56K Capable® PCI Telephony Modem 

# MS° Works Suite 2001 # MS* Windows® Me 

1-Yr Limited Warranty’ # 1-Yr At-Home Service’ 

6 Months of DellNet™ by MSN® Internet Access” Included 


1499 OO E-VALUE CODE 
89386-5007 14p 

ASK US ABOUT NO PAYMENTS FOR 90 DAYS. 

# 19" (18.0" vis, .26dp) M991 Monitor, add $90 


contact us today | 888.817.3355 | www.dell4me.com 


Seumas McNally Grand Prize 
Audience Choice Award 
Technical Excellence Award 


Best Game Dean - MASSIVE ONLINE WARFARE “ 


” Persistent universe sustains over 30,000 simultaneous players 


"StarCraft meets Diablo" pc Gamer ao Action-packed battles allow over 30 players and 300 combat 


mind-boggling processing speed when you need it the | units to simultaneously compete. 
most. Want to know more? (There are always a fe\ 


Choose a specialized path for your hero as he gains levels.in four 
different combat divisions. 
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memory up to 2GB, a 400MHz system bus and a Dbullt-i ; ie ok (eo OS ive R | 
ATA/100 hard drive interface. Yes, it’s a bit lonely having : @) ep ay LAS | Multitudes of factions, each with its own government 
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Dell PCs use genuine Microsoft Windows 
www.microsoft.com/piracy/howtotell 
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